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Get your power straight from the source with Nintendo Power ! It has everything you 
need to supercharge your kart for Mario Kart 1 ": Super Circuit™ - the hottest hand- 
held racing game ever! You'll have all the inside info, like how to use your shells, 
banana peels and shrooms - just watch the competition slip away! 

Get in gear with Came Boy Advance's 32-bit power, 50% larger and brighter picture, 
sharper LCD screen and doiens of new games that will be hitting the streets soon. 
And now, there's never been a better time to power up with the source, because one 
low price gets you all this: 



12 action-packed issues of Nintendo Power for only $19.95 U.S. (S36.95 Cdn 
You save over 66%! Plus your choice of these amazing bonus gifts -FREE!* 

Choose from: 

H Mario Kart': Super Circuit' 1 ' T-Shirt [Adult size L] 

Nintendo Power Advance Headphones 

Luigi's Mansion' Player's Guide 

Every month you'll get all the tips, tricks, secret maps, moves, previews 
and reviews to make everyone eat your dust! Plus, get in the 
subscriber-only lane for exclusive perks, like the huge January 
Bonus Issue, cool contests and more! 

Make sure you're firing on all cylinders -subscribe now! 
Log on or call toll-free 1-800-255-3700 today! 



SUBSCRIBE NOW VIA OUR SUPERCHARGED WEBSITE AT: 

www.nintendopowep.com/subscribe/ 

OR CALL TOLL-FREE: 1-800-255-3700 




Rev-up with the source -Nintendo Power*. Subscribe now 
and take your pick of items above-FREE!' Choose fi 

■ Mario KarV": Super Circuit™ T-Shirt [Adult size i\ 
E Nintendo Power" Advance Headphones 

■ Pokemon ' Crystal Version Player's Guide 
See the back of this card for all the details or for 
even faster service, log on to our advanced website at: 
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Please fill in the information below: 



» jour magazine (after,) 



PLEASE CHECK ONE OFFER ONLY PLEASE: „,,! 

D II ISSUES of Nintendo Power for only 119.95 US.- — WS< • u ** 

[S27.95 Cdn.] You save $39.45! 
□ 24 ISSUES of Nintendo Povrer lor only $36.95 u\S.<^- a mm,' n _. , , 
U51.95Cdn.lYbusaKj81.85! *™rilEtt! 

CHOOSE YOUR FREE GIFT: Oieot one ten only please! 
D Mario Kali": Super CiraiiT T-shirt [Adult */e i/ Offer #«72 
D Nintendo Power' Advance Headphones offer #427j 
D Pokemon': Crystal Version Player's Guide oiler »4274 































































H Payable to Nintendo. 



















lam paying for thlS Subscription by (CHECK WE): or staple your payment 

D Check or Money Order DVISA D MasterCard loonfe-fomi 



■ Cjft free with paid subscription. Prices listed include all applicable Lues. Prices are subject to change 
Please allow 4-6 weeks tot yout first issue of the magazine to arrive. Free gift wM be shipped via bulk 
mai Offer good while supplies last Please perl out this order form and place it with your payment or 
credit card information in an envelope with correct postage and mail to: 

Nintendo Power, P.O. Box 97043, Redmond, WA 98073-9745. 

Canadian residents; Remember to use an international postage stamp. 
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THE LEGEND 

IS BACK! 

Hawk returns. And he's going bigger than 
ever on Nintendo"' 64 and Game Boy 3 Advance. 
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Game Boy 4 Advance: 



Game Boy 1 Advance available now 




FEATURING SKATEBOARDINGS TOP PROS 

BURNQUIST / CABALLERO / CAMPBELL / HA 
GLIFBERG / KOSTON / LASER / MULLEN / MU5 
REYNOLDS / ROWLEY / STEAMER / J.THOMAS 

INCLUDES HIP HOP AND PUNK SOUNDTRACK FEATURING: 




Rip it up on 
Nintendo® 64 
with Tony's 
Park Editor 
and 

Create-A-Skater 
features. 



The sequel is here on 

Nintendo 64 with more riders, 

lew levels and crazy new tricks! 
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CONTENTS 



NINTENDO POWER ADVANCE V.2 



MARIO KART: SUPER CIRCUIT 



With souped-up karts thai corner on rails and a fierce competitive spirit, the Mario gang has 
speed lo burn in the first portable installment of the fast and frenzied Mario Kart series. Mario 
Kart: Super Circuit features 20 all-new tracks and 20 bonus tracks, which you can unlock if 
you know how to put the pedal to the metal. Our massive Mario Kart: Super Circuit review 
leaves no course unconquered, offering complete maps and winning strategies, along with 
everything you need to know to come out ahead in linked races and battles. 
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ADVANCE WARS 



When forces clash in the strategy epic Advance Wars, you'll know how to lead 
your army to victory after you read our comprehensive battle treatise. The 
review includes a complete campaign tree and tips on how to unlock every CO. 




SUPER STREET FIGHTER II: TURBO REVIVAL 



The ultimate version of Street Fighter II gets the Nintendo Power Advance 
breakdown featuring a full description of strengths and weaknesses for every 
one of the 16 fighters and a comprehensive list of moves. Round one, fight! 




JURASSIC PARK III: PARK BUILDER 



You can do what John Hammond failed to do— build a successful, profitable and 
peaceful Jurassic Park, which includes 140 types of dinosaurs. Our strategy- 
packed guide will take you from DNA samples to a five-star park in a hurry. 



LEGO BIONICLE: QUEST FOR THE TOA 



Piece together a winning campaign on the island of Mala Nui with a step-by- 
step walkthrough of LEGO Bionicle. We cover the liberation of every village, the 
location of every stone and strategies for winning the half-dozen minigames. 



ADVANCED KNOWLEDGE 
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BUYER'S GUIDE 



ADVANCE PEEKS GALLERY 
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WEBSITE: NINTEND0.COM/MARI0KART 
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MODES/CHARACTERS. 
TRICKS AND TACTICS . 



WIN WITH ITEMS . 
MUSHROOM CUP. 



LIGHTNING CUP . 



EXTRA MUSHROOM CUP . 
EXTRA FLOWER CUP 



EXTRA LIGHTNING CUP. 
EXTRA STAR CUP 



EXTRA SPECIAL CUP. . 
MULTIPLAYER MODES. 



EIGHT RACERS, DRIVEN TO WIN 

With a case full of trophies up for grabs, the eight popular participants of Mario 
Karl: Super Circuit are prepared to do anything to cross the finish line first— toss 
shells, drop banana peels or run each other off the road. Its a wild, challenging 
race that's all in the spirit of competitive fun. 
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THE MANY MODES OF MARIO KART 

Mario Karl: Super Circuit features a large collection of playing modes for both indi- 
vidual and multiple linked players. Linked play requires as many GBAs as there are 
players (up to four) and enough GBA Game Link Cables to hook them together. 
There are Single-Pak and Multi-Pak multiplayer modes. 



SINGLE-PLAYER MODES 

MARIO GRAND PRIX 

The Mario Grand Prix fea- 
tures five standard cups 
that include tour races 
each, along with five 
bonus cups tor 40 races 
in all. Selectable engine 
classes [50cc. 100ccand 
150cc) offer three differ- 
ent difficulty levels. 



You can challenge fhe top 
track times, record your 
own personal bests and 
race against a pace-keeping 
ghost in Time Trial Mode. 
You'll start each run 
equipped with Triple 
Mushrooms for fhree 
bursts of speed. 



The Quick Run Mode 
allows you to skip directly 
to any track from any 
available cup and go up 
against a full field of com- 
petitors for a single race. 
It's good practice for fhe 
Mario Grand Prix. 



MULTIPLAYER 





CHARACTERS IN CONTROL 

Every kart-racing character in the game has a unique personal- 
ity and special driving attributes. Mario and Luigi are the most 
balanced drivers, while Toad and Bowser each have major 
strengths and weaknesses. The ratings below show where each 
character rates in two important categories. 



LIGHT AND FAST OR HEAVY AND POWERFUL 
1*2* 



Racers with high s; 
ratings accelerate quickly 
and do well in fhe dirt. 
Heavy racers are sturdy 
and can really tear up the 
track when they gel going. 
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SUPER CIRCUIT TRICKS AND TACTICS 



While basic driving skills and good command over your kart 
will take you far in the 50cc class, you'll need significant racing 
experience and knowledge of advanced tactics to go for the 



Gold Trophy in the JOOcc and 150cc classes. The competition is 
ruthless and the challenge is intense. Try to launch from the 
gate with a rocket start and stay in the lead. 



BLAST OFF WITH A ROCKET START 




it you hit a banana peel, you'll spin out and sit idle lor a lew seconds while your 
competitors close in on you or increase their leads. You can avoid spinouts it 
you hit the brakes at the time wheel-peel contact is made. A musical note will 
appear from your character and you'll resume racing without spinning. 



You can execute a minijump with a tap ot the R Button. You won't go very high, 
but you will be able to jump over small obstacles. It's better to jump over 
obstacles than to cover extra ground by driving around them. A quick hop also 
helps you skid around corners. 



TAKE OFF WITH A POWER SLIDE 



TURN IN PLACE 




II you're stuck in a corner or facing a 
wall, you can turn around quickly by 
pressing the A and B Buttons simul- 
taneously while turning left or right. 



[yf [IE GET RICH, GET QUICK 
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WIN WITH ITEMS 



m 



Every ? Block contains a useful item. You can use 
items to give your kart a boost or slow down your 
opponents. If you get the right item and use it at the 
right time, you can advance several places in the 
standings late in a race. If you press and hold the L Button, you 
can hold Bananas or Shells while you collect another item. 
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MUSHROOM CUP 

The first cup in the Mario Grand Prix provides a good opportunity to practice your basic driv- 
ing skills and racing techniques. Try to pick up and use as many items as you can to familiar- 
ize yourself with their powers. After you grab the gold, you'll be ready for tougher challenges. 
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COIN COLLECTION MADE EASY 
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By collecting coins, you can bolster the 
top speed and durability ol your hart. In 
the Peach Circuit race, all of the coins are 
near the middle ot the track. During the 
three laps of the race, you should easily 
be able to collect 30 or more ot the 
track's 50 coins. 



The Peach Circuit track features a few 
sharp turns that can provide you with 
power slide practice. Press and hold the 
R Button to jump and slide into a tight 
corner. Straighten out at the end ot the 
turn and release the R Button to give 
your kart a quick burst of speed. 



You'll discover a patch of open grass on 
the inside ot the last turn on the back- 
stretch. If you have a Mushroom or a 
Star, you can cut across the grass with- 
out slowing down and either catch up to 
your competition or add to your lead. 



I ISLAND SHORTCUT 




KEEP AWAY FROM CRABS 



S T 



Mjfc 



As you enter the backstretch of Shy Guy 
Beach, immediately after passing a large 
patch of grass, you'll find a small island 
to the left. Hop onto that island, collect as 
many coins as you can and continue on 
to the next large land mass. The island 
shortcut will shave seconds off your 



Your kart will lose some speed if you 
steer into the shallow water, You can 
avoid the water between the series ot 
small islands in the backstretch with 
hops. Jump from island to island and 
keep your competitive edge while main- 
taining top speed. 



It you collide with a crab on the beach, 
you'll lose control tor a moment and risk 
driving into deep water, a sure way to 
lose your position in the race. Watch the 
movement of the crabs and steer away 
from their paths. 
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RIVERSIDE PARK 




GO WIDE, CAPTURE COINS 
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POP INTO A POWER SLIDE 




Q'SSniq There are two sections of the Riverside 
Park course where you will use boost 
pads to jump across wide gaps. Both 
boost pad sections follow sharp turns. 
Try the power slide technique to gain 
even more speed as you fly. 



The Bowser Castle 1 course features sev- 
eral patches of rough track that will slow 
a heavy kart down to a crawt. You can 
easily cut across them if you're in a light 
kart, but you should avoid them if you're 
driving with DK, Wario or Bowser. 



Heavy Thwomps rise and drop on the 
course, if you drive under a Thwomp at 
the wrong time, your kart and character 
will be flattened. Watch the Thwomps 
carefully and avoid them when they're on 
their way down. 



On the Bowser Castle backstretch. you'll 
hop over several patches of open lava. If 
you're not careful, you'll be scorched by 
fireballs that pop up from the hoi stuff. 
Watch them as you approach and steer 
clear as you jump. 



You'll discover lines of coins on the out- 
side edge of several curves on the 
Riverside Park course. If you are in need 
of coins, go wide on the turns. Straighten 
out when you reach the coins and try to 
collect them all in one pass. 




. M 



You'll lind a narrow, broken bridge after you negotiate the track's first 
sharp turn. If you have a Mushroom, you can blast oft over the break in 
the bridge and score a big shortcut. 



I SHALLOW WATER SHORTCUT 




Most of the water on the Riverside Park course is very deep, except for 
one strip on the backstretch. As you race into the backstretch, look to 
your left and seek out the white strip over the river. Race over that section 
carefully to save a lot of time. 
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FLOWER CUP 



The second set of four races is more challenging than the first, with many more winding areas 
and 90-degree angles. It starts simple, with the straightforward Mario Circuit, but quickly gets 
tricky with trap-filled Boo Lake and slick-surfaced Cheese Land. 
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Many ot the coins on the Mario Circuit 
course are arranged in large clusters or 
in straight lines. In your three laps 
around the course, you should he able to 
collect the bulk ot the track's coins and 
be well on the way to your goal ot 100 or 
more for the Flower Cup. 



Not long before you get to the second 
group of three item boxes on the course, 
you'll find a single box on the side of the 
road. If you are far behind in the race, 
there is a good chance thai the box will 
contain a very helpful item, such as 
Lightning or a Star. 



U TAKE A SIDE TRIP FOR COI NS AND A BOOST 

wj Id* $f$ a ta 9^9999 a narrow lane that detours off the home- 
fj jk /l*jfl| stretch contains a lineup of eight coins 

^ and a boost plate. If you lose any time by 
taking the road less traveled, you'll gain it 
back again, and then some, when you hit 
the plate. 
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■ SUM SHORTCUT 




■ BUMPY BRIDGE 






After you fly over two long gaps, with 
help trom boost plates and jumps, you'll 
take a sharp turn into an area that zig- 
zags, then splits. You can avoid a couple 
of quick turns in that area by driving 
straight onto a narrow bridge that joins 
the track again after the split. 



I The two successive 90-degree angles 
near the end of the backstretch are fairly 
easy to negotiate, but they do take some 
time. You can cut through that area by 
veering onto a wide, but bumpy, bridge. 



BOO LAKE 



BEWARE OF THE DISAPPEARING RAILING 






The blocks at the edge of the track disap- 
pear when you hit them, leaving a hole 
where there once was a rail. If you steer 
into the same area on your next time 
around the track, you'll go over the edge. 
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CHEESE LAND 




STRAIGHTEN OUT AND FLY FORWARD 




TRIPLE TROUOLE 
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You'll find boost plates immediately after 
you negotiate three of the toughest turns 
on the first half of Bower Castle 2. As 
you straighten out from the turns, try 
to hit the plates so you can recover 
your speed. 



Heavy Thwomps rise and fall on the 
Bowser Castle 2 course. If your timing is 
off while you drive under them, your kart 
and character will be squashed — a major 
blow to your bid for first place. 



Two sections of the Bowser Castle 2 track 
are tittered with rough surfaces, jumps 
and lava pits. Drive through those sec- 
tions slowly and carefully. You can pass 
competitors elsewhere. In the hazardous 
sections, survival is key. 



SLIPPERY SHOULDERS 
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TURN, SLIDE AND BOOST 




The surface on the sides of the Cheese 
Land track is pretty slick. You wit! spend 
much of your time on the course sliding 
into winding passages. You'll lose speed 
if you hit the darkest sections of the 
track's shoulder. 



You'll jump over two intersecting sec- 
tions of track in quick succession on the 
backstretch. Both jumps follow sharp 
curves. You can use the power slide tech- 
nique to get an extra burst of speed 
^J before you span the gaps. 



MOUSER MENACE 




Many Uousers skitter back and forth on 
the Cheese Land course. If you collide 
with a Mouser. you'll temporarily lose 
control and possibly slide into the side of 
the track. Avoid rodents if you can. 
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LIGHTNING CUP 

From the rain-soaked track of the Luigi Circuit to the loose, rocky surface of Sunset Wilds, the 
courses of the Lightning Cup feature a large selection of slippery surfaces. You will do well in 
the series if you approach curves with caution and avoid obstacles. 
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LUIGI CIRCUIT 



WATER HAZA RDS 
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The Luigi Circuit racetrack is marked with slippery puddles. If you hit 3 
puddle, you'll lose control of your kart for a moment and slow down to a 
crawl. Watch out tor the wet stuff. 



SLIDE INTO THE TURNS 




The track is not only slippery, it's also packed with curves You can do 
well around the curves if you perform controlled slides. Press and hold 
the R Button to hop and turn early. Slide inside, straighten out and go. 




SKY GARDEN 



If you have a Mushroom, you can take a very long leap after the first big 
turn. Veer off the main path to the right, use the Mushroom for a burst of 
speed, then jump. If you land safely, you'll save a lot ol time 




With precise jumping skill and daring, you can cut across the last big 
curve of the backstretch. As you approach the curve, veer toward the 
cloud in the middle, jump across the short gap to the cloud, then jump 
again when you reach the cloud's far edge. 
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HOP FOR A TURBO BOOST 
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DON'T VEER OFF COURSE 



WATCH FOR SHY GUYS 




If you're traveling too fast near Sunset 
Wilds' boost plates, you'll jump off 
bumps and fly over the plates. Hop over 
the first bump to land on the jump plate, 
then fly over the rest of the bumps and 
plates with boosted speed. 



The rough shoulder on the side of the 
I track can really slow you down, especial- 
ly if you are driving a heavy kart. Do what 
I you can to stay on the track, even if it 
means braking on sharp corners. 



Shy Guys have set up camp in the middle 
of the track. If you hit one of their struc- 
tures, a Shy Guy will ride with you for a 
while and severely slow down your kart. 
Don't let that happen. 




As you enter the backstretch, you'll approach an area where the path 
splits. You'll find coins to your right and boost plates to your left. If you're 
in need of speed, go left. 



1 DAREDEVIL SHORTCUT 




The payoff is as great as the risk in a shortcut that leads to the home- 
stretch. If you have a speed-boosting Mushroom, you may be able to pull 
it off. Use the Mushroom at the edge of the water and aim for the docks 
with boost plates. If you make it to the docks, you'll make the cut. 



SUNSET WILDS 




^TUS TAKE ADVANTAGE OF SHORTCUTS IN TIME TRIALS 
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STAR CUP 



A snowfield and a desert are al the challenging, yet opposite, extremes of the Star Cup. 
Every course features dangerous obstacles which could easily turn a good run into a dis- 
aster. Stay alert and try to take advantage of shortcuts. 



SNOW LAND 
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Two turns after the start ot the race, you'll see a line of coins to the left, 
which will lead you off the main track. Take fhe coins, then turn sharply to 
the right ano take advantage of several boost plates in a row. 



WATCH FOR WATER ANO ICE 
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Holes in the ice and extra-slick ice patches make the Snow Land course a 
wet and slippery challenge. Hit the brakes if you start to spin out on the 
very slippery stuff and avoid the water or you'll sink. 



BLAST OFF WITH A BOOST BONANZA 
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The Ribbon Road course is loaded with boost plates. At times, it seems 
like they are around every turn Take a practice run to scope out their loca- 
tions, then hit them all when you're racing for real. 



CONTROL YOUR SLIDES IN TURNS 
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You'll slip and slide a lot on the track's many turns. If you press and hold 
the R Button on a turn, you'll hop then drift with more control over the 
slide and you will be able lo straighten out quickly. 
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YOSHI DESERT 
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If you get too close to the dark circles ol 
Yoshi Desert, you'll sink into quicksand 
and be spat out by a Fire Flower. The haz- 
ard will negatively affect your track time 
— | and your position in the race. Avoid trie 
quicksand at all costs. 






CATCH AIR, FLY OVER WATER 
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As you approach the homestretch, you'll find a ramp where the lake meets 
the barrier. Swing around to the right of the quicksand circle nearby, 
double-back a little and hit the ramp. You'll fly over the lake for a shortcut. 



STAY CENTERED 
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FIRE DOWN BELOW 




All Bowser Castle courses feature sec- 
tions with a rough, hole-filled texture. 
Two of those passages in the Bowser 
Castle 3 course appear to have pieces 
missing to the left or right. If you stay in 
the middle of the track, you'll be able to 
negotiate the passages easily. 



When you leap over lava, you are in con- 
stant danger of being scorched by fire- 
balls. Watch the pattern ol the shooting 
fireballs as you approach the pits and try 
to jump in places where the fireballs 
don't appear. 



BOWSER CASTLE 3 



SPECIAL ITEMS BEHIND THE THWOMP 

After you survive a series of five jumps 
over lava, you'll find a single item box on 
the other side of a rising and falling 
Thwomp. Steer around, or under, the 
Thwomp and hit the box. If you're far 
?«B^^ back in the pack, you'll probably collect a 
j\H ^^liMI very helpful prize. 





gf u£ PUT COMPETITORS OFF COURSE 



THROW YOUR WEIGHT AROUND 



SEND THEM SPINNING OFF THE TRACK 
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SPECIAL CUP 

You'll unlock the Special Cup in a given class once you win the Gold Trophy in the 
first four cups of that class. The Special Cup offers advanced challenges in the form 
of dangerous obstacles and tricky turns. Be prepared. 



Z START/FINISH % ROCK <^f WIND-UP 
£) ITEM BOX » BOO <£j STAR 

Qcoih Bthwomp O CLOUD 



LAKESIDE PARK 



DON'T GET HIT BY HOT ROCKS 



Lava rocks pop up and bum out quickly 
on the backstretch of the Lakeside Park 
course. If a rock is in your path, steer ou! 
of the way. Contact with lava can scorch 
your kart and slow you down. 




You'll find boost plates on the outside edge of the track after two tight cor- 
ners. If you approach Ihe plates at an angle, you'll be in danger df hopping 
over the railing and losing some ground. Try to straighten out and hit the 
the plates to go forward quickly. 




The Broken Pier course includes ramps 
on the edge of a few abrupt corners. Stay 
on the inside ol those corners and hit the 
ramps. You'll hop over to the other side 
and shave a little time oh 1 your run. 




Before you reach trie courses first rickety bridge, you'll spot a floating 
island in the middle of the void. If you have enough speed, you can drive 
off a ramp and jump to that island, then boost and jump to the other side 
of the bridge for a good, quick shortcut. 



BEWARE OF BOOS 




Several Boos haunt the Broken Pier 
course. If you come into contact with a 
800, it will circle around you for a while. 
steal coins and slow you down, Veer to 
avoid them. 
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SMASH AND SPIN 




Thwomps will smash you. Koopas will make you spin out of control. 
Contact with any Bowser Castle 4 creature is not recommended. Steer 
away from anything that moves. 

TURN AND BOOST 
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j'll find several boost plates after you clear corners. If you know where 
y are. you can use them to recover the speed that you lost in the turn 



BOUNCE OVER THE RAILS 




Most of the rails on the Rainbow Road course will pop you into the air on 
contact. You can use the effect to your advantage by hopping over tight 
corners, which keeps you from having to turn sharply. 



1-ENHANCED SHORTCUT 




In the backstretch of the course, you'll find a narrow strip of irack that is 
packed with boost plates. If you hop onto the the track and manage to 
drive down the middle, you'll pick up an incredible amount ot speed. 




STEER AWAY FROM STARS 



STORM WARNING 




Falling stars bounce onto the track after 
the first 180-degree turn. If they hit your 
kart, you'll lose control and coins. Don't 
reach for the stars. 
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A tew small clouds float over Ihe course. 
If you drive under a cloud while it is pro- 
ducing lightning, your character and kart 
will shrink for a moment. That will slow 
you down and make you vulnerable. 



MARIO KART: SUPER CIRCUIT 



EXTRA MUSHROOM CUP 

With an armful of Gold Trophies and a bagful of coins, you'll be 
able to enter the Mario Karl: Super Circuit extra cups. If you've 
played the original Super NES game, the extra tracks will be 
familiar. They begin with the four fast and relatively short 
tracks of the Extra Mushroom Cup. The races are still pretty 
long, though, as they are five laps, instead of three. 




Once you've earned a Gold Trophy in each of the 
game's live standard cups, you can unlock the 
extra tracks by returning to each cup and earning 
100 coins or more per tour-race set. 
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MARIO CIRCUIT1 extra 



F-ROAD ITEM BOX 




There is a break in the wall on the third curve. You can cut through the break 
and skip the curve (or a shortcut over the grass. The shortcut is particularly 
effective if you are driving a light kart or if you have a speed -boosting item, 
such as a Mushroom or a Star. 



ZIGZAG SLIDE ON THE S-CURVES 




The dirl track ol the Donut Plains I course can be slippery. You'll slide into 
most corners if your speed is near the limit. On the S-curves. you'll recover 
from one slide and go right into another one. Stay alert. 




You'll find an item box in an outside shortcut near the end of the back- 
stretch. When you cut across the second-to-last turn, you'll see the box in 
the distance. Keep racing across the dirt, collect the item and rejoin the 
track at the homestretch, 

LIFE IN THE FAST LANE 

i"° f Jf" 1 * 'M Wj ' J,lkn ^ Wiln no sna 'P ,ums ° r obstacles to break 
up the pack, the Mario Circuit 1 course 
can be very crowded and competitive. 
The best way to separate yourself from 
the crowd is to collect items at every 
opportunity and use them either to dart 
ahead or to make your foes spinout. 




DONUT PLAINS1 extra b laps 
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GHOST VALLEY 1 extra 





A successful jump over the break in the bridge near the end of the course 
requires precise liming and a burst of speed. If you have a Mushroom. 
use if on your approach to the gap. then jump when you reach the edge. 
You'll clear the jump with very little room to spare. 



While you may need a Mushroom-powered burst of speed to clear some 
lumps, you can coast info the lava-hop area of the Bowser Castle 1 course 
without a boost and easily avoid splashing into the hot stuff. 



CONTROL YOUR KART ON CORNERS 




The method of hopping into a turn gives you more control in your slide. In 
sections where there are two 90-degree turns in close proximity, you'll get 
good results by executing the hop-turn-slide combo Iwice in a row. 







SEARCH FOR SINGLE BOXES 



ULUyyr T ^ As yon race, you will line! the 
fiP^r^^.» ._ ;*4T occasional lone item box on 
g. . _ Ihe side ol the road. Single 



MARIO KART: SUPER CIRCUIT 



EXTRA FLOWER CUP 

The tracks of the Extra Flower Cup are nearly as short as the Extra Mushroom Cup courses, but Ihey are 
slightly more complex and obstacle oriented. As is the case with other cups, the Extra Flower Cup begins with 
a speedway-style racetrack and moves on to tracks with more slippery surfaces as it progresses. 
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3 SANDY SHORTCUT 
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The rough shoulder on the Choco Island 1 course will severely slow down 
your kart. If you gel stuck in the muck, try to steer yourself out as quickly 
as possible or use a Mushroom to blast your way out. 



E SAFE PATH IS PAVED IN GOLD 





Immediately after you hit the group ol three item boxes, you can turn left. 
into the sand, to take advantage ot a shortcut. It you have a Star or a 
Mushroom, you'll be able to zip over the sand. 




You'll jump over a section ot track while you're heading tor the home- 
stretch, if you're short, you'll land in the area thai you intended to cross 
over and you'll have to go around for another attempt. Try to save a 
Mushroom or a Star tor the jump and fly over with extra speed, 



CHOCO ISLAND 1 extra 



If you try to turn while you're driving through a puddle, you may spin out 
of control. It's best to avoid the puddles altogether. Follow the lines of 
coins near the puddles to find a way around the slippery spots. 
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GHOST VALLEY 2 extra 





If you have a Mushroom, you can avoid a pair o! 90-degree turns on the 
backstretch by jumping over a hole. Activate the Mushroom when you're 
closing in on the edge, then jump. You will just clear the hole. 



J3 BEWARE OF BROKEN CORNERS 




As you make your way around the Ghost Valley 2 course, you'll find three 
sections where the track has deteriorated, with jagged edges and no rail- 
ing. Two ot those sections are on corners Be careful while you turn. 



DONUT PLAINS 2 extra 



The backstretch of the Donut Plains 2 course is incredibly windy. Each left 
turn on the slippery din track is followed immediately with a right turn. Try to 
cut to the inside of each turn and control your slides by hopping and drifting. 



POWER SHOE FINALE 





The last two turns on the track are quite sharp— perfect opportunities (or 
power slides. As you go into each turn, press and hold the R Button to 
hop and slide. When you get out of the turn, straighten out and release the 
R Button. If your timing is right, you'll get a burst of speed. 



MARIO KART: SUPER CIRCUIT 



EXTRA LIGHTNING CUP 

The Extra Lightning Cup mixes up the typical course order by offering a Bowser Castle course first then mov- 
ing on to the Mario Circuit. The courses further raise the level of difficulty by offering a collection of sharp 
turns and slippery surfaces. 




BOWSER CASTLE 2 extra 5 laps 



WRONG TURN, WRONG WAY 



The first 90-rJegree left turn on the 
course is a red herring. If you take the 
turn, you will quickly reach a dead end. 
'the "Stop" message on the track, 
turn around and continue racing on the 
through road. 




Heading into the homestretch, you'll encounter a little zigzag turn with a 
break in the barrier on the outside. If you are piloting a light kart. you 
save time by cutting over the rough path and driving through the hole 
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KOOPA BEACH 1 extra 




You can cut through the slowdown shoulder and the break in the barrier to 
avoid the tirst set ot curves on Choco Island 2. It you have a Mushroom 
or a Star, you'll be able to use the item to go quickly through the shortcut. 




A very sharp turn follows the first S-curve. Move around the S-curve wttl 
controlled slides, then hop, turn and work your way around the hairpin. 



STAY ON COURSE ON THE NARROW PATH 




As you race around the Koopa Beach 1 course, watch the map and stay on 
the inside for the shortest route around the track. Be sure to hop over 
deep water sections and collect the item box on the small island. 




After you start on land, you can cover the rest of the course by driving 
exclusively in shallow water. If you're driving a light kart. you'll be able ti 
zip around the track in a hurry, leaving your competitors in the mist. 



CHOCO ISLAND 2 extra 





Coming out of the first 90-degree turn, 
you'll hit a narrow section with little room 
to maneuver. Concentrate on staying on 
the track and wait for your opportunity to 
pass when you get to a wider section of 
the course. 



MARIO KART: SUPER CIRCUIT 



EXTRA STAR CUP 

You'll encounter ice and snow for the second time at the beginning of the Star Cup, on the Vanilla Lake 1 
course. The ice is followed by the most dangerous lava course of the extra tracks—Bowser Castle 3. The level 
of challenge is high and the dangers are many. 
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VANILLA LAKE 1 extra 




CUBE COLLISIONS 



The paths branch out in several sections of the Bowser Castle 3 course. 
Some paths will lead you to item boxes. Others will give you a little less 
ground to cover. Study the map. choose a path and stick to it. 



TRAP OPPORTUNITIES 




The passages ot the Bowser Castle 3 course give you a tew opportunities 
to set traps tor your competitors. If you have Green Shells, you can 
bounce them against a wall immediately before you turn. They'll cause 
trouble for followers. You can also drop Bananas in narrow areas. 




Some sections of the Vanilla Lake 1 course are littered with low, blocking 
ice obstacles. You can break through the cubes with a tew collisions, but 
they're better left untouched. Drive around them and keep racing. 



TRAP TRICK NEAR THE COLD SHOULDERS 
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Snow banks on the sides of the track nearly touch in a lew sections, leav- 
ing narrow bottlenecks on the ice. Drop Bananas in those areas to maxi- 
mize the chance that a competitor will hit the peel and spin. 



BOWSER CASTLE 3 extra 
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MARIO CIRCUIT 4 extra 





The sharp turn in the middle ot Mario Circuit 4 is more than 180 degrees, 
and it feeds into a narrow section of track. The best way to conquer the 
curve is to go into a controlled slide. Press and hold the R Button and take 
the curve on the outside. 

] CUT ACROSS A CURVE 




The last zigzag on the course features a break in the barrier on the out- 
side. You've seen shortcuts like this one before. If you have a light kart or 
a speed-maximizing item, you can save some time by cutting the corner. 



You'll fly off a ramp to cross over the break in the second bridge. You can 
easily clear the gap if you're traveling near top speed. If you have a 
Mushroom, you can ensure a safe flight by activating the item for extra 
d before you hit the ramp. 




On your approach to the homestretch, you'll hit a section where a soft left 
turn is followed by a hard right. Before you are completely out of the left 
turn, line your kart up fo take the right turn, then head for the finish. 

SEND THE COMPETITION INTO THE DRINK 

When you drive onto the first bridge at 
the beginning of the race, you'll probably 
be in the middle of the pack. That's a 
good opportunity to try to thin out the 
pack by pushing your opponents into the 
deep water. Later in the race, you'll do 
well by placing Bananas on the bridges. 





MARIO KART: SUPER CIRCUIT 



EXTRA SPECIAL CUP 



The last extra track cup is comprised of the most challenging courses from (he original Super NES game. 
Each track features sharp drop-of fs into deep water or bottomless pits. It's important to know where the holes 
are before you enter the competition. Test the tracks in Quick Run Mode first. 
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KOOPA BEACH 2 extra 





Between the plant life that will slow down your kart and the deep water 
that will sink it, there is a narrow beach that otters a last, safe ride. It 
you're skidding on the beach, release the accelerator tor a moment to 
slow down and gain control. 
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The backstretch includes shallow water, deep holes and a single small 
island with an item box. Look ahead for a path around the dark holes and 
stay or that path to avoid the time-wasting sink-and-recovery process. 
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The Lakitu that lishes you out of holes will see a lot of action if you're not 
careful on the Ghost Valley 3 course. Avoid the edges of the track and the 
holes in the middle. If you have a Mushroom, you can blast off from the 
ramp, over the last hole on the track, with a burst of speed. 



HOP INTO THE INSIDE 




If you're daring, you can save a little lime by cutting across some ot the 
sharp turns. Approach the corners at an angle and hop when you get to 
the edge. Don't try to cover too much territory, or you'll drop. 
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VANILLA LAKE 2 extra 



JUMP OVER CRACKS IK THE ICE 
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Sections of a large, deep hole radiate from the center ot the Vanilla Lake 2 
course, leaving jagged edges that line the inside of the track. Some ol the 
cracks are quite narrow in places— narrow enough tor you to jump to the 
other side. It you're quick to jump, you'll do well on the inside track. 



GO ISLAND HOPPING 
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Immediately after you deal with a collection ot ice barriers, you'll see 
some small ice islands to the left. You'll save time and hit an item box if 
you pick up speed and hop from island to island. 



TJ"WSj There are some solid ice barriers on the 
backstretch. You can break through the 
ice with several collisions or save time by 
squeezing through the space between the 
barriers. 



The controlled slide technique of pressing and holding the R Button as 
you turn is dangerous on the rail-free Rainbow Road course. II you use 
the technique, aim for the middle of the track after you clear each turn. 



BE A BUMPER, NOT A BUMPEE 




Your competitors will try to knock you off the rainbow. If you fall, your 
chances of winning the race will diminish drastically. It you're driving a 
heavy kart, you'll do well in collisions with lighter karts. 



RAINBOW ROAD extra 5 laps 
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MARIO KART: SUPER CIRCUIT 



MULTIPLAYER MODES 

Most games are more fun when several players join in. 
Multiplayer action for Mario Kart: Super Circuit requires a GBA 
for every player and GBA Game Link Cables to connect the sys- 



tems. Multi-Pak options offer both racing and battle modes. A 
Single-Pak option allows you to upload a limited number of 
tracks to GBAs that are not equipped with a Game Pak. 



LINK UP FOR A MULTIPLAYER RACE 

SINGLE-PAK AND MULTI-PAK HACING OPTIONS ARE AVAILABLE 




When you link GBAs and play with a 
single Game Pak, you can race on 
any of the tour tracks in the Extra 
Mushroom Cup, with each racer 
using a different Yoshi. Multi-Pak 
options allow multiple players to join 
the Mario Grand Prix or race on any 
unlocked track in Vs. Mode. 



FACE OFF FOR BALLOON BATTLE 

Multi-Pak options include Battle Mode, where multiple players I ,', M J 'A ^'M 
face off in one of four battle arenas. Every player starts with |^ 
three balloons on his or her kart. The object is to make your | ITEM BOX 
competitors wipe out and lose balloons. The last racer with bal- 
loons wins the battle. 



SPEED AND MOBILITY ARE KEY 




In selecting a driver for a multiplayer bat- 
tle, you should take into account the 
character's speed and maneuverability. A 
fast, light kart will give you the mobility 
you need to get out of tight situations. 



The only way to send your competitors 
spinning out of control is to colled and 
use items. Use a rocket start at the 
beginning of the battle to get to the clos- 
est item box before anyone else can. 





When you're going up against a group of 
speedy opponents, it's important to be 
able to change directions quickly. You 
can spin with speed by pressing the A 
and B Buttons simultaneously and turn- 
ing left or right. 



The only way to succeed in battle is to 
know what your opponents are up to. 
Monitor the radar map, watch the move- 
ment of the other battlers and try to 
catch them by surprise 
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BANANA PEEL BOOBY TRAP 






EXPLOSIVE IN DEFEAT 



A Banana-induced spirant counts as a hit. 
If you have a Banana, place it near an item 
box. When a competitor tries to hit the 
box, he or she might hit the peel instead. 



If you lose all of your balloons and two or 
more competitors are still out on the 
course, you'll return as a walking bomb. 
In bomb form, you can cause damage to 
too close to you. 
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BATTLE COURSE 1 
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The first battle arena is built for Green Shells. When you collect a Green Shell. 
approach the closest corridor at an angle and release the shell so it bounces 
back and forth down the hall. If there are competitors nearby, there's a good 
chance that the shell will find one of them. 



DROP A RED SHELL AND RUN 




It you drop a Red Shell behind your kart. it will spin in place for a while and 
hit the next kart that drives by it Since the middle of the arena is a high-traffic 
area, it's a good place to leave a kart-seeking shell. 



SHELL AND BANANA CAMOUFLAGE 




BATTLE COURSE 2 



The grated middle of Battle Course 2 is a good place to leave Red Shells 
and Bananas. It may be difficult for your opponents to see the trap in the 
pattern on the floor until it's too late. Place items near jumps, too. 



USE JUMPS TO YOUR ADVANTAGE 




Battle Course 2 features one-way jumps. If a shell is headed toward you, you 
can get out of its way by jumping over a wall. The landing area is a good 
place to put traps for unsuspecting competitors. 




MARIO KART: SUPER CIRCUIT 




CORNER THE ITEM MARKET 




There are several Hem boxes in the 
center of Battle Course 3. If the first 
item that you collect is a shell or a 
Banana, you can tow the item behind 
^ your kart by pressing and holding !he L 
Sutton. Doing so allows you to pick up 
another item. 



BALLOON-BUSTING FREE-FOR-ALL 
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The middle of Battle Course 3 is wide open, offering plenty ol room to 
race around and pop balloons. There is also no shortage of item boxes in 
the area, making for a wild and frantic battle. 



If you drive into deep water, you will not only lose a balloon— you will be a 
sitting duck after the Lakitu fishes you out. Watch the shoreline and try to 
target competitors after they've been in the drink. 



TRAPS IN TIGHT CORNERS 




| The corners of the arena are small and 
dangerous areas — great places to leave 
Red Shells and Bananas as traps. When 
your competitors race into a trap-filled 
corner, they may lose a couple of bal- 
loons before they can get out. 



EVERYBODY WINS 

Whether you race your way to the top of the Mario Grand Prix, 
set course records in Time Trial Mode or challenge your friends 
toa balloon-popping battle, the object is to have fun. Mario Kart: 
Super Circuit offers fast and frenzied action, great graphics and 
lots of options— all in the spirit of having a good time at the 
races. If you don't come out ahead, hit the track again and give 
it another spin. 
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ADVANCE 
WARS 



! for the GBA. Our NP Advance sr... 
I the following dossier— including 



of every singl~ 



GENRE: STRATEGY 



MODES OF PLAY 

Before you march off to war, you'll need to decide how you want to battle. A 
brief thumbnail sketch of each mode is included below, but we highly suggest 
you make Field Training your first stop. 



FIELD TRAINING 



1P CAMPAIGN 



What does this button do? How do I move units 
around? Those questions and more are 
answered in Field Training, an informative (and 
(un) training mode tor Advance Wars rookies. 



WAR ROOM 



Multiple battle missions— ranging in difficulty 
from tricky to downright nasty— require your 
attention in the War Room. You must unlock 
many of them by winning other battles. 



BATTLE MAPS 



The battle begins in earnest with Campaign 
Mode, where you'll tight your way through a! 
least 17 different scenarios in an effort to save 
the country ot Orange Star from a bad end. 



1P STATS 



The Stafs menu keeps track ot two different 
items: your best scores from the War Room 
scenarios and an overall ranking based on all 
game play elements. 



1P DESIGN MAPS 



The Battle Maps screen is actually a shop where 
you can purchase maps with your Campaign 
winnings. After you play through the game 
once, you can buy new COs. 



Let the creative juices flow in the Design Maps 
area, where you can create an entire battle map 
from scratch— including land masses, water 
and friendly and enemy troop locations. 



1-4P LINK MODE 



COMMANDING OFFICERS 

You'll encounter 10 different Commanding Officers, or CO's, dur- only CO on your side not described below, Nell, doesn't fight for 
ing Campaign Mode. Each CO has strengths and weaknesses, as or against you in Campaign Mode— but you can unlock her in the 
well as a special CO Power that can turn the tide of battle. The Battle Maps shop. 




ANDY 



Your initial Commanding Officer, Andy, is a well-balanced CO 
with a very useful CO Power. His mechanical skills are second to 
none, but he doesn't excel in any particular combat area. 



Headstrong Max has one policy— strike fast and hard! You won't 
find a better commander when it comes to close combat, but his 
skill with long-distance weapons leaves a bit to be desired. 



CO POWER: HYPER REPAIR 

; two Hit Paints la every unit 




The third CO to join the battle is Sami. Her troops are well 
trained in the art of locomotion, and they cover more ground 
and secure new bases faster than other units. 
















Grit is the mellowest of all the CO's. but don't be fooled by his 
low-key manner. He's a crack shot with long-distance units, but 
his direct combat units have low firepower ratings. 



CO POWER: SNIPER 





The skies have always called to Eagle, and as a result, his air 
units are the best in the business. His naval units, however, are so 
weak, an old man in a rowboat could defeat them. 
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The best-trained troops fight under Hanbei's banner, and their 
Defensive and Offensive Ratings are the highest in the game. It 
costs extra credits to deploy Hanbei's units. 



Hanbei's daughter. Sonja. is an information junkie. Her troops 
are average across the board, but they can see farther than 
other troops. Enemies cannot see her unit's HP 



CO POWER: MORALE BOOST 

Morale Boost gives the troops a bursl ol energy 
and increases each unit's Olfensive Raling for a 
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A masler of the high seas, Drake employs the best naval units in 
the business. Drake's weakness is air combat— his air force is 
widely regarded as little more than cannon fodder. 



ADVANCE WARS 



FIELD TRAINING 

If you want to learn the ropes, head for Field Training— where 
you'll be schooled in all things Advance Wars by the most disarm- 
ing drill instructor this side of Fort Bragg. You must complete at 
least the final mission before accessing Campaign Mode. 

MISSION RANK 

After each successful mission, you'll receive a letter ranking of 
your performance. Letter rankings are based on three criteria: 
how fast you completed the mission, how many units you 
destroyed and how many units you lost. 

Ranks are always saved, even after beating 
the game— so you can always go back and 
try to beat your score. A good speed rating 
is usually the most important criterion for 
achieving a high score. 




Even seasoned strategy game vets should 
take a run through Field Training. It's quick 
and tun, and also dishes out plenty of help- 
ful tips and tricks. 




EARNING COINS 

You can earn coins by beating missions in either Campaign or 
War Room Mode. The coins are used in the Battle Map shop to 
buy new maps and map cases, or to unlock new COs as 
playable characters. 



SCORE 


RANK 


950+ 


S - SPECIAL RANKING 


850-949 


A - A RANKING 


650-849 


B - B RANKING 


450-649 


C - C RANKING 


250-449 


D - D RANKING 


UNDER 250 


E-E RANKING 
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The better you perform on a mis- 
sion, the more coins you'll 
receive. You'll have to play 
through the Campaign and War 
Room Modes many times to pur- 
chase all the extra goodies. 



SCORE 


COINS 


900+ 


12 


800-899 


9 


700-799 


8 


600-699 


7 


500-599 


6 


400-499 


5 


300-399 


4 


200-299 


3 


100-199 


2 


UNDER 100 


1 



MEET YOUR UNITS 



Take a moment to learn about the various units you will com- of the black boxes followed by CR). You'll need to learn which 
mand, paying close attention to their stats (Move, Vision, etc.) units are most effective in certain situations to achieve 
and the cost to deploy them (the number in the top-right corner supreme victory. 
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RANGE: 1 FUEL: 70 AMMO: 3 

WEAPON: BAZOOKA/MACHINE GUNS 
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5,000 CR. 
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WEAPON: CANNON/MACHINE GUNS 
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16,000 CR. 



MOVE: 5 VISION: 1 

RANGE: 1 FUEL: 50 AMMO: 8 

WEAPON: CANNON/MACHINE GUNS 
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6,000 CR. 
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RANGE: 1 FUEL: 60 

WEAPON: CANNONS/MACHINE BUNS 



RANGE: 3-5 FUEL: 50 
WEAPON: ROCKETS 
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12,000 CR. 



RANGE: 3-5 FUEL: SO AMMO: 6 

WEAPON: SURFACE-TO-AIR MISSILES 




MOVE: 6 VISION: 1 

RANGE: N/A FUEL: 99 






18,000 CR. 



WEAPON: ANTISUB & ANTIAIR MISSILES 



28,000 CR. 




RANGE: 2-6 FUEL: 99 
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MOVE: S VISION: 2 

RANGE: N/A FUEL: 99 AMMO: N/A 

WEAPON: NONE 
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MOVE: 9 VISION: 2 

L: 99 AMMO: 9 

WEAPON: MISSILES 
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INTEL: Good Move and Offensive ratings are the keys 
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hidden landscapes once enemy 
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22,000 CR. 



MOVE: 7 VISION: 2 

RANGE: 1 FUEL: 99 

WEAPON: BOMBS 
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THREE STANDARD FORMATIONS 

FLYING COLUMN I CIRCLED WAGONS I LEAPFROGGING UNITS 



The first formation, called a flying col- Once a unit is surrounded on (our sides, it Don't gel ahead of yours 

a Mi 1. 'lank with two indirect can lie attacked only by either eliminating advancing. Make 

n APG The Md. Tank a guard unit or using long-range weapons. Recoils, stay with 

my lire, while Rockets and Using circled wagons is a handy way to for protection. If you leave an unprot 

Artillery clear the way. Use the APC to protect Alt's. Missiles, Rockets and even edunitintheopen.il will he destroyed in 

refuel as needed. your own bases and HQ. a matter of moments. 
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MD. TANK 
, CAN MOVE 
AND FIRE 
FIVE SQUARES 
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ADVANCED TACTICS 



While Advance Wars is easy to pick up and play, it takes a long 
time to master all the intricacies. The following eight advanced 
USE DEFENSIVE TERRAIN All YOUR BASE BELONG TO US 

rrxj 



tactics will go a long way toward helping you win the war. Study 

them until they are second nature. 

GET COZY WITH THE APC MOVE UNITS AS A GROUP 




Always use the terrain to your defen- 
sive advantage. Place Infantry and 
Mecbs in the mountains when possi- 
ble, and hide other units inside cities. 
forests or reefs. Also, note the 
enemy's terrain when attacking. 



Place injured units in cities to heal 
them and provide a defensive bonus 
Units who end their turn in a friendly 
city will receive 2 HP, as well as a 
complete restock of ammo and fuel. 



FORM DEFENSIVE WALLS 



The APC is a CO's best friend. Keep it 
close to units that use lots ot ammu- 
nition, like Rockets and Artillery, it's 
imperative to have at least one APC 
in a convoy, and preferably two fin 
case one is destroyed). 



ENEMY APC'S 



Always use the buddy system. Lone 
units will be picked off in a flash, and 
you won't be able to defend them or 
even retaliate in the next turn. Be 
especially careful with Recons. since 
they have such a high Move rating. 



BLOCK ENEMY MOVEMENT 




Check the range of every enemy unit 
before moving your troops, then 
position your units just outside the 
enemy's range. Remember that some 
COs, like Grit, can increase their 
range with a CO Power. 



Bridges and mountains are great 
areas to block enemy troops. 
Forming a wall stops attacks from 
multiple sides and keeps enemies 
from your cities. It also lets you fire 
away with indirect combat units. 



The enemy will almost always attack 
your APC first, so follow the example 
and take out bis or her APC. too. 
Enemies won't be able to refuel, and 
they'll have to spend valuable turns 
building more APCs. 



NINTENDO POWER ADVANCE 



Position troops to allow sate passage 
for other units. In the scene above, 
the APC can move freely because the 
enemy unit is boxed in. Also, park 
units on enemy factories to stop 
them from building more troops. 
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THE CAMPAIGN TREE 

There's more than one way to fight through the Advance Wars 
Campaign Mode, and you'll need to play multiple times to experi- 
ence everything. We've included a tree of all the missions below. 
Those with an orange number are covered in the following pages. 
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THE COUNTRIES: The four countries in the world of Advance Wars are 
Orange Star (your homeland). Blue Moon, Green Earth and Yellow Cornel. You'll 
light multifile battles in each country before the game is through. 





SAMI MARCHES ONI 
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THE FINAL BATTLE] 



There are many different palhs you can take 
through Advance Wars, and each will open 
unique missions to play and COs lo purchase 
in the Battle Maps store. Factors to unlock 
the goods are listed below. 



•Defeat Mission 9 in eight days. 
1 -Defeat Mission 10 in 10 days. 
•Defeat Mission 11 in 12 days. 
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•GRIT: Select Max for Mission 4. 

•OLAF: Play "Olal's Sea Strike" (Beal the 
navy in "Olal's Navy" lo play "Sea Strike"). 

'MAX: Do other than the above. 



'EAGLE Select Sami lor "Captain Drake," 
"Naval Clash. ' "Wings ol Victory" and 
"Battle Mystery" missions. 

'KANBtl Play Mission 12 

'DRAKE: Select Andy for "Captain Drake," 
"Naval Clash." "Wings ol Victory" and 
"Battle Mystery" missions. 

•SAMI: Do other than the above. 
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•DRAKE: Select Andy for "Captain Drake," 

"Naval Clash." "Wings of Victory" and 

"Battle Mystery." 

•GRIT: Select Max lor Mission 4. 

■KANBEI: Beat Campaign Mode. 

■SDNJA: Beat Missions 12. 13 and 14. 

•EAGLE: Beat Mission 22. 

•STURM; Purchase all the above CO s. 

NiN.'i'.'Mjj.mu.'ii.-m.M 

•Pick Sami for "Captain Drake," "Naval 
Clash," "Wings of Victory" and "Battle 
Mystery." 



ADVANCE WARS 



YOUR MISSIONS AWAIT 

NP Advance takes you from the first mission lo the final conflict, giving you helpful hiding places, 
super strategies, enemy locations and a turning point for each battle. If you struggle to reach 
the turning point with troops intact, you might want to yield and try again. 

TERRAIN INTEL Eacn maD shows enemy units and various other features. (Note that enemy units 
are not shown tor Fog ol War battles, since they will move before you tind them.) 
Stars indicate a terrain's defensive value, with five being the highest. 





IT'S WAR! 



ANDY VS. OLAF 



BASES ORANGE STAR: 4 ENEMY: 5 NEUTRAL: 6 FACTORIES: N/A 



STRATEGY 

Split your forces into two groups, each with an Artillery unit, and move along 
either side of the river. Move in small increments until Olaf's forces draw closer. 
then quickly close in and take out his front line. Once a path is clear, send the 
APC along the main road until it reaches point "C." then race in and take the HO 



THE TURNING POINT 

If you can eliminate the southernmost Rocket unit and survive Olaf's first 
Blizzard attack, you're in good shape. Keep a close eye on the Md. Tank near the 
HO, and have a last Tank of your own take out his northern Missile battery. 



UNITS 

INFANTRY X2, MECH X2. TANK 
X2, ARTILLERY X2. RECON, 
MD. TANK, APC, ANTIAIR 



O Take and hold the bridge. 

Check this Rocket's range before 
advancing. 

A loaded APC can make it to the HO 

from here. 
Capture these cities to heal units. 




2 GUNFIGHTER 



ANDY VS. GRIT 



ORANGE STAR: 8 ENEMY: 7 NEUTRAL: 8 FACTORIES: 2 



STRATEGY 

Indirect Combat is Grit's forte, so you must strike quickly to nullify his advan- 
tage. Check his unit's range every turn, and focus on building Infantry and Md. 
Tanks. Cross the river and take the cities to the north, then send a stream of 
tanks across the bridge. Concentrate on eliminating troops, not taking the HO. 



THE TURNING POINT 

You're on your way once the areas south of the river and west of the mountains 
are yours. Amass your units just outside the range of Grit's Rockets, then send 
them on a massive attack run and take him out in one tell swoop. 



UNITS 

INFANTRY X2. TANK, APC, 
ARTILLERY 



Move Infantry and Mechs across 
the river to capture cities. 

Check the Rockets' range before 
moving in. 

Stage units south of the river and 
cross quickly here. Recon backed 
by Md. Tanks works well. 
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3 AIR ACE! 



Take out !he Md. Tank and B. Copier to the east, ihen wail lor Eagle's air torce lo 
approach. Keep your AA units and Missiles safe. Ihen strike his air units when 
Ihev get too close Once they are destroyed, place an Infantry unit on a T. Copier 
and fake the HQ Protect the Infantry with Rockets on the island west ol the HO. 



THE TURNING POINT 

Eagle is helpless without his air force, and you're on the road to victory once it's 
destroyed. It your T. Copter is wiped out, block passage from the northern facto- 
ry with a Md. Tank and move Infantry along the road to the HO. 



UNITS 

INFANTRY X2. MECH X2. ANTI- 
AIR X2, TANK, MD. TANK, APC, 
ARTILLERY, MISSILES, 
B. COPTER, T. COPTER 



© Keep your T. Copter and 
Antiair units at the map's ei 



© Quickly move in with Md. Tanks to 
capture this strategic island 



Q Place Rockets here to attack units 
that threaten your Infantry. 



ANDY VS. EAGLE 



BASES ORANGE STAR: 6 ENEMY: 8 NEUTRAL: 7 FACTORIES: 1 



STRATEGY 




4 MAX STRIKES! 



THE TURNING POINT 

If you can make it through Olaf's second Blizzard attack with a fair numPer of 
units still in operation, you have a lighting chance. Watch for Rockets and 
Artillery stashed near his HQ. 



UNITS 

INFANTRY X2, MECH X2, TANK 
X2, MD. TANK X2, SUD X2. APC, 
ARTILLERY, ROCKETS, BATTLE- 
SHIP. LANDER 



O Submerge your Subs and attack the 
Battleship closest to the shore. 

Fight tanks with tanks, using 
Artillery as cover fire. 

Watch Olaf's Battleships! Keep your 
troops clear until the Subs have 
done their job. 



MAX VS. OLAF 



BASES ORANGE STAR: 3 ENEMY: 6 NEUTRAL: 4 FACTORIES: N/A 



STRATEGY 

Have your Subs dive and lake out the Battleships, use your Rockets to provide 
cover fire, then move your land units west and smash through Olaf's forces. You 
must eliminate Olaf's navy right off the bat, or his Battleships will cut your land 
units to ribbons. 




5 SNIPER! 



ANDY VS. GRIT 
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STRATEGY 

You'll be a sitting duck unless you leapfrog your units— don't move the Recon 
units out of protective range. Move Infantry into ihe mountains for a better view. 
The best strategy with Fog of War is to move units from one set of woods to the 
next Units in woods can be seen only by a unit in an adjoining square. 



THE TURNING POINT 

You're sitting pretty if you can eliminate the indirect combat units that are sur- 
rounded by mountains. Grit doesn't have a lot of units, but they're perfectly situ- 
ated to catch you in the crossfire and quite difficult to reach. 



UNITS 

INFANTRY X2, MECH X2, RECON 
X2, TANK X2. R. COPTER X2, 
MD. TANK, APC, ARTILLERY, 
ROCKETS, T. COPTER 



Send a T. Copter across Ihe moun- 
tains and drop Mechs off to peck 
away at his troops 

Q Beware the Artillery units hiding here. 
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6 BLIZZARD BATTLE 



BASES ORANGE STAR: 3 ENEMY: 6 NEUTRAL: 13 FACTORIES: 2 



MAX VS. OLAF 



STRATEGY 

You must capture 12 bases, all the western bases and one in the east. Send 
your units north immediately and hold the northern bridge at all costs. Next, 
capture the factory, then send Infantry to take the other cities. The city on the 
east side of the southern bridge should be the final base you take. 



THE TURNING POINT 

If you can hold the northern bridge, you're in the clear. If Olaf's units manage to 
break through, you're in a world ol hurt. Once you have the northern factory, 
build Rockets and Md Tanks to guard the bridge. 



UNITS 

INFANTRY X2, MECH X2, TANK, 
MD. TANK, APC 



© This bridge must be held at all 

costs. 
O Position units to guard this bridge 

as well. 

© This is the easiest eastern city to 
capture. Watch for Artillery tire. 




7 HISTORY LESSON 



MAX VS. GRIT 



BASES ORANGE STAR: 3 ENEMY: 7 NEUTRAL: 4 FACTORIES: N A 



STRATEGY 



Grit has a Battleship in the northeast corner that's tough to find. After taking out 
his Sub and Cruiser, dispatch a submerged Sub to destroy it. Eliminate his west- 
ern units first, then cross with Landers, taking cover in the woods whenever 
possible. You'll lose units to his Sniper Attack, so be prepared. 



THE TURNING POINT 

If you can take the western land mass and eliminate the hidden Battleship, 
you're almost there. If your Lander units are destroyed before you can move 
troops east, however, then the battle is lost. 



UNITS 

SUB X3, INFANTRY X2, MECH X2. 
MD. TANK X2, LANDER X2, 
RECON, APC, BATTLESHIP, 
CRUISER 



© Destroy northern opposition first. 
Q Destroy the hidden Battleship. 

© Send a Md. Tank and Infantry in a 
Lander once the Battleship is 
destroyed. 

© Beware hidden Artillery strikes 
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8 SAMI'S DEBUT 



SAMI VS. EAGLE 



BASES ORANGE STAR: 4 ENEMY: 8 NEUTRAL: 9 FACTORIES: N/A 



STRATEGY 

Keep your T. Copter. Antiair and Missile units together and protected. Use a fly- 
ing column to move up the road, advancing slowly and using the woods for 
cover When you near the HO. protect the T. Copter with Missiles and a Fighter 
and drop Infantry on the HO. Use Sami's CO Power to capture it quickly. 



THE TURNING POINT 

Sami's Debut depends upon the T. Copter. If you can make it to the third river 
with the T. Copter intact, you're in good shape. Watch for Eagle's air units! He 
has plenty, and they usually strike from out of nowhere. 



UNITS 

INFANTRY X2, MECH X2, ANTIAIR 
X2, B. COPTER X2, T. COPTER 
X2, TANK, MD. TANK, APC, 
ARTILLERY, MISSILES, FIGHTER 



© Protect your Antiair units. 
Scout terrain before moving 
forward, and leapfrog units through 



© After eliminating Eagle's air force, 
use a T. Copter to cross the river 
and capture the HO. 
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KANBEI ARRIVES! 



MAX VS. KANBEI 



BASES ORANGE STAR: 6 ENEMY: 7 NEUTRAL: 4 FACTORIES: N/A 



STRATEGY 

As soon as the battle begins, use Md. Tanks to eliminate Kanbei's Rockets, then 
fall back to the two mountain passes. Use your Md. Tanks to hold the passes 
and Rockets and Artillery to bombard the oncoming forces. Once you've elimi- 
nated most of Kanbei's units, load the APC and swoop into his HO. 



THE TURNING POINT 

You're in good shape if you can survive Kanbei's initial Morale Boost attack with 
both passes still secure. Pound away at his forces with Indirect Combat units 
until there's an opening to the north or south, then send the APC. 



UNITS 

INFANTRY X2. MECH X2. TANK 
X2. MD. TANK X2, ROCKETS X2. 
APC, ARTILLERY 



© Use Md. Tanks to eliminate Rockets. 

O Move the Rocket-crushing Md. 
Tanks back to mountains to prevent 
Kanbei from reaching your units. 

© Use Infantry in an APC to quickly 
reach his vulnerable HO. 




10 MIGHTY KANBEI 



SAMI VS. KANBEI 



BASES ORANGE STAR: 10 ENEMY: 13 NEUTRAL: 2 FACTORIES: 3 



STRATEGY 

You need to protect both bridges leading to your HQ, but the eastern one is the 
more important. If it falls, Kanbei will overrun your troops. Hold both bridges 
with Md. Tanks and pound away at Kanbei with Artillery and Rockets. Once you 
open a path to the south, send an APC racing to his undefended HQ. 



THE TURNING POINT 

If you can hold the eastern bridge, you're golden. If it falls, the battle falls with 
it. Kanbei's lorces are too powerful to beat back once they break through, The 
southern bridge can fall, because he doesn't have as many troops there. 



UNITS 

ROCKETS X2. INFANTRY, MECH, 
TANK, MD. TANK 



© Capture these cities to increase 
your credits. 

© Hold this bridge with Md. Tanks, 
replacing them as needed. 

© Have your factories build Md. Tanks 
and Rockets exclusively. 




11 KANBEI'S ERROR? 



ANDY VS. KANBEI 



BASES ORANGE STAR: 4 ENEMY: 5 NEUTRAL: 18 FACTORIES: 3 



STRATEGY 

Use your first T. Copter to lure Kanbei's air force to you, then smash them with 
Missiles and AA units. Send a B. Copter to the island marked "A" to slow 
Kanbei's progress, then take the airport and cities to the north. Keep building B. 
Copters, then take island "A" once you have the firepower. 



THE TURNING POINT 

If you can hold Kanbei back at island "A." you should be able to win. Don't both- 
er with the southern island or Kanbei's HQ. If Kanbei's Infantry on island "A" 
survives the B. Copter attack, you're in trouble 



UNITS 

INFANTRY X2. ANTIAIR, 
FIGHTER, MISSILES, T. COPTER, 
B. COPTER 



© Take out Infantry with a B. Copter to 
stop Kanbei from taking cities. 

© Capture these cities early. 

© Take the island and build B. Copters. 

© T. Copters can often land safely here. 
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12 DIVIDE & CONQUER 



BASES ORANGE STAR: 4 ENEMY: 9 NEUT 



STRATEGY 

Use Recon units to leapfrog through the woods and find enemies. Send most ot 
your forces north, deploying a Tank and Infantry along the southern border as a 
distraction. Once you clear a path to the northernmost road, load Infantry onto 
an APC and sneak through the woods. Use Sami's CO Power to take the HO. 



THE TURNING POINT 

You can make it to the northern road with almost no casualties. As long as you 
get (here with an APC, Infantry and a couple of units for cover, you can capture 
the HQ with tittle trouble. 



UNITS 

TANK X3. INFANTRY X2. MECH 
X2, RECON, MO. TANK, APC, 
ARTILLERY, ROCKETS 



© Capture these cities for quick HP 
and Fuel. 



Place Infantry units in the moun- 
tains to increase their Vision. 



Q Ignore these cities— they will only 
slow you down. 



MAX VS. SONJA 




13 SAMI MARCHES ON 



SAMI VS. SONJA 



BASES ORANGE STAR: 7 ENEMY: 10 NEUTRAL: 14 FACTORIES: 3 



STRATEGY 

Deploy your units as fast as possible. Place most of them on the large island to 
the north, but land a couple on the southern island to prevent the enemy from 
taking the factories. Get captured factories up and running, then build Md. Tanks 
and Rockets for cover fire. Protect your Landers from attack at all costs. 



THE TURNING POINT 

If you capture the northern and southern factories and start producing units 
there, you're doing well. If you iose your Lander before capturing the southern 
factory, your chances of success will plummet 



UNITS 

INFANTRY X2. MECH X2. LANDER 
X2. RECON, TANK, MD. TANK, 
APC, ROCKETS, BATTLESHIP. 
CRUISER, SUB 



O Land on the northern island with 
your strongest troops, then hold on 

Q Capture the factory, or at least pre- 
vent the enemy (rom taking it. 

Block the sea-lane by placing a sub- 
merged Sub in the reef. 




14 SONJA'SGOAL 



ANDY VS. SONJA 



BASES ORANGE STAR: 5 ENEMY: 10 NEUTRAL: 6 FACTORIES: N/A 



STRATEGY 



Ignore the Lander in this mission— you have only one, and trying to load and 
unload units will slow you down. Form your troops into flying columns and 
circled wagons and leapfrog up the southeast coast, taking cities as you go. Us 
your Subs to eliminate Sonja's naval forces ASAP. 



THE TURNING POINT 

If you can cross the southern bridge with a flying column and an Infantry unit 
intact, you're in good shape. If your naval units are destroyed before you elimi- 
nate Sonja's Battleship, you'll have a rough go of it. 



UNITS 

INFANTRY X2, MECH X2, RECON, 
TANK, MD. TANK, APC, ROCKETS, 
ANTIAIR, MISSILES, B. COPTER, 
T. COPTER, BATTLESHIP, 
CRUISER, LANDER, SUB 



Q Take and hold ihe bridge. 

Q Landers can use this shoal lo drop 
off troops— but it takes time. 

Q Watch lor Rockets and Artillery hid- 
ing in the woods. 
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15 CAPTAIN DRAKE 



ANDY VS. DRAKE 



BASES ORANGE STAR: 3 ENEMY: 3 NEUTRAL: 12 FACTORIES: 2 



STRATEGY 

Immediately load Mechs into your Lander and take the center island, then take 
and hold the two cities to the south. Submerge your Subs and take out Drake's 
navy. Once the navy is destroyed, take the top two cities on the eastern island. 
Form your units into a flying column and proceed to Drake's HO for victory. 



THE TURNING POINT 

You'll know you're doing well if you destroy Drake's navy and hold the center 
island through his second Tsunami attack. If your Lander is destroyed before 
you can place Mechs on the center island, you'll want to start over. 



UNITS 

SUB X2, TANK, MD. TANK, APC, 
ARTILLERY, ROCKETS, LANDER 



O Dispatch Mechs to the center isle. 
Take cities in the northeast. 



Send a flying column down the road 
to stall the enemy. 



Use Subs to eliminate Battleships. 




16 NAVAL CLASH 



SAMI VS. DRAKE 



BASES ORANGE STAR: 3 ENEMY: 8 NEUTRAL: 5 FACTORIES: N/A 



STRATEGY 

Submerge your Subs and use them to take out Drake's navy. Keep a Cruiser 
within range to ward off his Sub attacks. Transport a Recon unit to the north 
shore, then leapfrog through the woods and flush out enemies. If you eliminate 
Drake's navy with your Battleship intact, use it to bombard land-based enemies. 



THE TURNING POINT 

If you can destroy Drake's Sub and Battleship and gain a foothold on the north- 
ern plot of land, you'll be in the catbird seat. If Drake destroys your Lander 
before you can move troops to the north, the mission is finished. 



UNITS 

INFANTRY X2, MECH X2, TANK 
X2. SUB X2. RECON, MD. TANK, 
APC, ROCKETS, BATTLESHIP. 
CRUISER, LANDER 



O This is a good place to land troops. 

Protect your Lander at all costs. 

Leapfrog submerged Subs through 
the reefs to expose Drake's naval 
units. 




17 WINGS OF VICTORY 



MAX VS. EAGLE 



BASES ORANGE STAR: 4 ENEMY: 9 NEUTRAL: 5 FACTORIES: N/A 



STRATEGY 

Patience will be rewarded in this mission. Pull your AA units, Missiles and air 
force back to the western edge of the battlefield and let Eagle's air units come to 
you. Rush up and smash his air force once it draws near, then use your 
Bombers, Rockets and Md. Tank to grind his ground forces into dust. 



THE TURNING POINT 

If you can desfroy Eagle's Bombers and Fighters by the third round, you're in tt 
clear Eagle will often use his Lightning Attack during day three, so make the 
first strike against his air units during day two or three. 



UNITS 

ANTIAIR X2. FIGHTER X2. 
INFANTRY, MECH, TANK, MD. 
TANK, APC, ROCKETS, MISSILES, 
BOMBER, B. COPTER 



O Keep your air force secure until 
Eagle approaches. 



Focus on Eagle's Bombers, then 
worry about his other units. 



Infantry in a T. Copter can reach the 
HO with little trouble. 
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18 BATTLE MYSTERY 



ANDY VS. DRAKE 



BASES ORANGE STAR: 4 ENEMY: 7 NEUTRAL: 5 FACTORIES: N/A 



STRATEGY 

Use Landers to move units onto the small Island to the southeast. Submerge 
your Subs, then move your naval units east, taking out Drake's torces along the 
way. Bombard Drake's naval units from the shore with your Rockets. Once your 
navy rounds the bend and moves south, take a flying column down the road. 



THE TURNING POINT 

II you can eliminate Drake's troops at point "C." the day is almost won. Drake's 
Lander is hiding at point "A," and it can be attacked with Rockets or tanks if 
your navy happens to go down. 



UNITS 

INFANTRY X2, TANK X2, CRUISER 
X2. UNDER X2, SUB X2, RECON, 
MD. TANK, APC, ROCKETS, 
BATTLESHIP 



© Drake's Lander is hiding here. 

O This is a good landing place for 
your units. 

© Watch for a strong naval presence 
here. Have Battleships and Rockets 
at the ready. 



19 ANDY TIMES TWO 



BASES ORANGE STAR: 4 ENEMY: 10 NEUTRAL: 5 FACTORIES: N A 



STRATEGY 

You're dependent on Eagle for this mission, so you may run into trouble through 
no fault of your own. Assume Eagle will eliminate all of Evil Andy's air force and 
a few of his Md. Tanks. Send most of your units north to distract Evil Andy, then 
use an Infantry unit loaded on a T Chopper to take the HQ on day four or five. 



THE TURNING POINT 

If you can keep your T. Copter and Lander through day tour, you're good to go. 
You'll need to gauge Eagle's chances of success carefully — if he doesn't clear 
out the area south of the HQ. distract Evil Andy's troops by landing ground units 



UNITS 

INFANTRY X2, MECH X2, MD. 
TANK, APC, ROCKETS, T. COPTER 
BATTLESHIP, LANDER, SOB 



© Capture these cities to slow Evil 
Andy's pace. 



Q Eliminate this Sub before it destroys 
your Lander. 



Use a T. Copter to drop Infantry in 
the HQ. 



20 ENIGMA 



^W^-MiliN.'MlWiftM.'N.'.l'a™. 1 ;!!.;'.'! 
STRATEGY 

Send troops to capture the bases marked "A." Move other units south on the 
road, taking cities as you go. You'll need to build lots of AA units in your first 
few turns. Once you have the port secure, take the airport marked "C" and slow- 
ly push Sturm's forces back. The mission will take some time to finish. 



THE TURNING POINT 

If you can capture and hold areas "A" and "B" and eliminate Sturm's air units, 
you should be able to hold him off. Build Missiles and AA units until his air force 
is no longer "' 



a threat, then build Md. Tanks and Rockets to storm his base. 



UNITS 

INFANTRY X2. MECH X2. TANK, 
MD. TANK, APC, ROCKETS, ANTI- 
AIR, MISSILES, T. COPTER, 
LANOER, SUB 



© Take these bases with a Lander. 

© Send a flying column here, and 
check enemy Artillery ranges! 

© Use a Lander or T Copter to capture 
the airport. 

© This is an excellent Lander position. 
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ANDY'S LIEUTENANTS 



Two COs will fight by Andy's side in the final battle. Who your 
Lieutenants will be depends upon two things: which missions 




you recently fought and how you beat them. See the Campaign 
Tree on page 43 to learn how to land the CO of your choice. 



W?T3T 




Andy is automatically selected for 
the final battle. His CO Power is a 
huge help, but he'll spend much of 
the time playing catch-up. 



Sami's CO Power won't help much 
in the final mission, though the 
added range of her troops is a 
bonus. 



Max is vulnerable to Sturm's air 
attacks, though his Md. Tanks can 
smash through Sturm's army. 



If Eagle can get an air force up and 
running, he's a big help. It takes 
him a while, though, and you might 
not have that much time. 







Since Olaf's CO Power slows Andy Drake's got a great navy, but 

as well as the enemy, it's not very there's no water to float it in! His 

helpful. Olaf is the weakest CO lor CO Power can give Sturm heart- 

the final battle. burn, however. 



Grit is the best Blue Moon CO for 
the final mission. His long-range 
attacks are invaluable, especially 
those employing Missiles. 



Kanbei's troops are expensive, but 
his Md. Tanks make Sturm run for 
cover. Grab all the bases you can 
to increase Kanbei's credits. 



21 THE FINAL BATTLE 



ANDY VS. STURM 



BASES ORANGE STAR: 7 BLUE MOON: 7 YELLOW COMET: 7 BLACK HOLE: 28 NEUTRAL: 21 
FACTORIES: 2 FACTORIES: 2 FACTORIES: 2 FACTORIES: 5 



ANDY'S STRATEGY 

Andy's job for the first few turns is simply fo hold on. If you 
can take the cities to the north, do so— but don't leave your 
HQ undefended. Andy's Hyper Repair is a good counterbal- 
ance for Sturm's CO Power, a meteor attack that takes all 
but 2 HP from every affected unit. 




ANDY'S UNITS 

INFANTRY X2, MD. TANK X2, ANTIAIR X2, B. COPTER X2, APC, 
MISSILES. T. COPTER 



GRIT'S STRATEGY 

Grit's plan is to build Missiles until Andy's position is 
secure, then start building Rockets Sturm has a powerful 
air force, and Grit represents your best chance to take it 
out Space troops evenly so Sturm's Meteor Strike doesn't 
weaken all your troops in one blow. 



GRIT'S UNITS 

MD. TANK X4, ANTIAIR X4, TANK X2, RECON 



KANBEI'S STRATEGY 

Send Kanbei's AA units to Andy's position for defensive 
help, then start building Md. Tanks. Kanbei can overrun 
cities and lake the eastern bridge quickly, and Sturm will 
often overlook him during ihe first few turns. Use the time 
to build a strong land force and distract Sturm, 



KANBEI'S UNITS 

MD. TANK X4. ANTIAIR X4. TANK X2. RECON 



THE TURNING POINT 

If you can secure the three cities north of Andy's HQ, you should be able to 
wear Sturm down. If your middle front collapses, or if Sturm's air force reduces 
Andy's troops to rubble, you'll want to try again. Sturm's Meteor Attack usually 
focuses on Grit, so capture cities and build Missiles and Rockets as fast as you 
can. Spreading out the neutral cities is a key to victory. 









Q Sturm's land troops must move across these bridges, 

O Andy should capture these cities— he needs the funds. 

© Stagger Grit's Missiles along the mountain range. 

O Kanbei should take and hold this bridge within three turns. 

O T. Copters can distract Sturm by landing deep in his territory. 

O Eliminate Sturm's production capacity as you go. 



ADVANCE WARS 



BATTLE MAPS 



The Battle Map shop is where to go if you're looking to spend some coins. You can pur- 
chase a wide variety of new maps in the shop and also a few Commanding Officers. You 
can use the new COs in the War Room or any multiplayer mode. 

MAP FOLDERS 

Before you can purchase a certain type ot map, you must buy a folder in which to hold it. Hachi's Map 
Folders range In price from 50 to 1 00 coins, and he'll often throw in a lew maps for tree. 

PREDEPLOYED MAPS 

Predeployed Maps drop you into combat with a set type and number of troops — which means addi- 
tional units cannol be built or deployed. There are 17 Predeployed Maps. 

VS. MAPS 

New Vs. Maps will give you extra theatres of war (or Vs. Mode— but they can be used in either Vs. or 
Link Mode, There are a total of 1 7 different Vs. Maps for you to unlock. 

THREE-PLAYER MAPS 

New Three-Player Maps appear in Vs. or Link Mode. If you have only Iwo players, the computer will 
play as the remaining CO. There are 20 Three-Player Maps. 

FOUR-PLAYER MAPS 

New Four-Player Maps appear in Vs. or Link Mode. Again, the computer will take over any remaining 
armies. There are 2! Four-Player Maps. 

WAR ROOM MAPS 

War Room Maps can be used in either War Room Mode or any 
multiplayer arena. The firefights are highly challenging, so 
before tackling the War Room, gain some valuable combat 




experience by playing through Campaign Mode at least once. 
We'll take you through a number of War Room battles in the fol- 
lowing pages. 



NO. NAME 


VERSUS 


CITIES 


FACTORIES 


AIRPORTS 


SEAPORTS 


SPANN ISLAND 


OLAF 


11 


8 








MOJI ISLAND 


GRIT 


24 


8 








■ DUO FALLS 


KANBEI 


23 


10 


5 





1 SOLEHARDOR 


DRAKE 


22 


8 





3 


PIVOT ISLE 


EAGLE 


17 


10 


4 


3 


UNO'S END 


OLAF 


23 


12 


3 





KITA STRAIGHT 


DRAKE 


31 


9 





7 


POINT STORMY 


OLAF 


24 


14 


4 


4 


1 RIDGE ISLAND 


GRIT 


17 


8 








MIAL'S HOPE 


EAGLE 


29 


14 


9 





BOUNTY RIVER 


SONJA 


27 


16 





8 


TOIL FERRY 


GRIT 


17 


8 


8 


6 


TWIN ISLE 


KANBEI 


29 


8 








DIRE RANGE 


EAGLE 


31 


14 


10 





EGG ISLANDS 


DRAKE 


26 


18 





9 


TERRA MAW 


SONJA 


27 


16 


5 


5 


STAMP ISLANDS 


KANBEI, OLAF 


26 


19 


13 


11 


• RIVERS FOUR 


GRIT, MAX 


26 


17 








RING ISLANDS 


DRAKE, SONJA 


43 


24 





15 


LAST MISSION 


EAGLE, SAMI 


31 


20 


10 
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SPANN ISLAND 



INTEL CITIES: 11 FACTORIES: 8 AIRPORTS: SEAPORTS: 



STRATEGY 

Spann Island's geography forces you to deploy iroops throughout, its middle, which leaves you wide open 
to enemy attacks from all sides. Take and hold the northern bridge, then quickly claim all the southern 
cities as your own. Once you do, build two flying columns and take out the enemy HO. Sami and Kanbei 
are your best choices for this particular skirmish. 

© Hold this bridge to keep Olaf's troops at bay. 

Capture these towns quickly to deny the enemy precious credits. 

Most ot your battles will occur in and around these woods. Position strong units 
here and back them up with indirect combat units. 

Capture Olaf's factories in the north to eliminate production of new units. 




MOJI ISLAND 



INTEL CITIES: 24 FACTORIES: 8 AIRPORTS: SEAPORTS: 



STRATEGY 

Moji Island can become a very lengthy battle of attrition if you don't 
overwhelm the enemy right off the bat. Make capturing the factory 
marked "A" your first priority, and build nothing but Infantry and APCs 
until it is captured. Once it's under your control, start cranking out Md 
Tanks. Rockets. Mechs and APCs. Send Mechs backed by flying 
columns to capture or take back the cities south of the factory, while 
using Mechs in APCs to leapfrog through the cities on the western 
coastline. Once you have a sizeable torce built up. attack Grit from both 
sides and overwhelm his forces. Since Grit's direct combat units are 
weak, Tanks and Md. Tanks will be a huge asset. Max, Andy and Sami 
are all good choices for this mission. 

© Capture this factory and start producing units immediately. Watch 
lor Grit's Rocket tire. 

© Use Mechs in APCs to capture cities on the coast. 

Sweep into this factory as soon as you can. If Grit claims it. your 
battle will be long and difficult. You can reach it within the first six 
days by using Mechs and APCs. 

From the woods, hold Grit's forces at bay, then move in once you 
have troops amassed at point "C." Your best bet is to attack Grit 
from two fronts. 




DUO FALLS 



INTEL CITIES: 23 FACTORIES: 10 AIRPORTS: 5 SEAPORTS: 



STRATEGY 

You need to cover a lot of ground quickly in Duo 
Falls, which means Sami is a perfect fit. Take the 
factories marked "A" and "8" as fast as possible, 
then build strong units and slowly push Kanbei 
back, taking bases as you go. If you've unlocked 
Eagle, build a massive air force and storm 
Kanbei's HQ with T. Copters and Bombers. 



© Capture this factory quickly. 

This airport is difficult to hold, but useful. 



T Copters can swoop in from here to cap- 
ture cities and Kanbei's HO. 
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4 SOLE HARBOR 



TEL CITIES: 22 FACTORIES: 8 AIRPORTS: SEAPOR 



STRATEGY 

Drake's navy is as good as they come, bu! you can ignore the sea completely and just 
pound away with land troops. Take and hold the city marked "A" to force Drake's 
troops around the mountain range. Move Infantry over mountains when necessary, 
and build lots ot Md. Tanks and Rockets. Grit. Max and Kanbei are all superb choices. 

This corridor is difficult to hold, but it you can secure the area you can easily take 
the cities to the north. Protect the city with Artillery and Rocket fire. 

O Move Mechs over the mountains to take the eastern cities. 

Landing troops here can be a good distraction if used in conjunction with 
simultaneous attacks elsewhere— but Drake will cut your navy to ribbons in 
the meantime. 




PIVOT ISLE 



STRATEGY 

The center island is important to hold in the beginning, but it will ultimately bog you 
down in a no-win stalemate. Use Landers to take the factory and airport on the center 
island, then capture as many cities as you can. Move into the cities south of your HO and 
build flying columns there, then launch an attack on Eagle's HQ. Eagle's navy is weak, so 
you can build Battleships and blast his units from the shore. Build Cruisers to protect 
them from air units. 

Capture as much ol the center isle as you can in the early rounds. 
Capture the bases to the south and launch your main attack from there. 

Land troops on the coast to draw Eagle's units in. then rain fire down on them with 
Sattleships. 

Use flying columns to move on the HQ. then use a protected T. Copter to capture it. 




6 LAND'S END 



INTEL CITIES: 23 FACTORIES: 12 
AIRPORTS: 3 SEAPORTS: 



STRATEGY 

Olaf begins with two airports at his disposal, and he'll 
send T, Copters at your HO right away, so position Antiair 
units and Infantry near the HO to protect it. Send APCs 
with Mechs toward "C" as soon as you've defended your 
HO. then build a flying column to protect them. Capture 
other cities after you secure the northern airport and fac- 
tory. 

Place Antiair units near your vulnerable HQ to protect 
it from Olaf's T. Copters. 

Use flying columns to protect this main route from 



Capturing and holding the factory and airport is 
vital to your success. 

A combination of flying columns and T. Copter 
invasions will finish off your weakened enemy. 
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You're lighting Drake again, so sea combat is a bad idea. Spend the 
beginning and middle portions of the campaign taking over the entire 
land mass where your base is located. Build Landers to move forces to 
the southern coast quickly, and take along an Md. Tank or two to repel 
any forces Drake might send over. Once you have plenty ol credits, build 

Lander invasion force and storm Drake's cities and HO. 
Drake will try to sink your Landers as fast as you churn them out. so pro- 
tect them with Cruisers, submerged Subs and Rockets Grit and Andy are 
good choices for this mission — Grit's Rockets can even fly across the 
straight when used in conjunction with his Sniper CO power. This cam- 
paign can take quite a while, but it's one of the most enjoyable missions 
in the game. 



O Capture this factory as quickly as possible. 

O Capture the ports and start to produce Landers— but build Rockets, 
Cruisers and Subs to protect them. 

Q Position Md. Tanks and Rockets near the shore to repel 
Drake's frequent invasions. 

Capture this port to gain a foothold on which to land your 
invasion forces. 



8 POINT STORMY 



INTEL CITIES: 24 FACTORIES: 14 AIRPORTS: 4 SEAPO 



STRATEGY 

Spend your first few days building a defensive force for your HO. 
Simultaneously, move to the factory and airport at "B," capturing cities along 
the way with Infantry. Landers take too much time, so plan to strike Olaf 
from ihe ground and the air. Build Bombers and Missiles and head toward the 
HO with a flying column. If you can capture the port and factory directly 
south of your HQ. you'll be able to attack Olaf's HO on two fronts. Eagle and 
Andy are the best COs for this mission. 



Q Protect your HQ by producing Antiair units and Missiles early on, 

Q Capture this factory and airport ASAP— or risk an abysmal failure. 

Q Send Bombers to Olaf's HQ and soften him up for your final land invasion. 

Q Use flying columns and lots of Infantry to take cities on your way to 
Olaf's stronghold. 
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9 RIDGE ISLAND 



INTEL CITIES: 17 FACTORIES: 8 AIRPORTS: SEAPO 



STRATEGY 

Capture all neutral cities within trie first three days, then hunker down and start to amass 
troops. Grit will launch small invasions through the mountain passes and also shell you with 
Artillery, so check his range every turn. It you use a CO wilh strong land forces, like Mai: or 
Kanbei, build Md Tanks and Mechs and storm Grit's troops on all fronts. If you use a finesse 
CO. like Andy or Grit, place Artillery and Rockets in and near your cities so the mountain pass- 
es are caught in the crossfire. Olaf is a decent CO to use here— his Blizzard power gives Grit's 
Artillery fits. 



Q Capture the northern cities. Stash Rockets there and use them with tanks to hold 
the pass. 

Position Artillery and Rockets to protect yourself from invasion. 

This is a good invasion route. Take Grit's city and push toward the HO. 

Send Infantry to these cities to distract the enemy. 




10 MIAL'S HOPE 



INTEL CITIES: 29 FACTORIES: 14 AIRPORTS: 9 SEAPORTS: 



STRATEGY 

You've got a lot ot ground to cover, which means T. Copters are the order of 
the day. Capture bases quickly while producing AA units and Missiles lo pro- 
tect your copters. You'll need to attack the HO from both land and air to stand 
a chance. Wipe out Eagle's air defenses, then use Bombers to weaken the 
area around his HO. Move in with flying columns to finish off the job. 



O Control this area to avoid being overrun. 

Capture these cities and factories to increase production. 

This area will occupy Eagle's attention and give you credits to boot. 

Protected T. Copters flying over the ocean are a great distraction. 
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11 BOUNTY RIVER 



INTEL CITIES: 27 FACTOR 
AIRPORTS: SEAPO 



STRATEGY 

Set aside a large block of time before playing the Bounty River sce- 
nario. Take the port at "A," and build Battleships and Landers. Send 
Infantry east to capture bases, then build an invasion force. Take the 
shoreline north of your HQ and work your way across the land, taking 
Sonja's forces as you go, Andy and Drake are good COs to choose. 

O Capture this port and dispatch Landers to snatch up southern 
cities and factories. 

Q Defend this shoreline from attack Position Artillery and Rockets 
to destroy Sonja's Battleships and Landers. 

Q Land your forces here and capture enemy factories. Battleships 
are a must to back up your forces. 

Q Hold this sea-lane with Cruisers and submerged Subs or you'll 
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12 TOIL FERRY 



NTEL CITIES: 17 FACTORIES: 8 AIRPORTS: 8 SEAPORTS: 6 



STRATEGY 

Grit's navy is only so-so, so you should be able to control the seas. 
Capture bases on your island, quickly send Landers to the northwest 
island and claim it for your own. then take the airport on the top-middle 
island. Next, build up an invasion force and send a small unit to point "C" 
to distract Grit. Once his attention is occupied, send the rest of your force 
to "D" and take the HO. Either Drake or Eagle will serve you well. 

O Capture and hold this island ASAP. 

Fortify your own island against enemy attack by building Antiair and 
Artillery units. 

Q Land here to distract Grit. Mechs. Infantry and Artillery will do the 
trick. Don't try to take cities, just hold your position. 

After capturing the other islands, land here and start your invasion. 




EVEN MORE WAR ROOM MAPS 

There are eight more missions in War Room Mode, some of other modes to (ry, including Vs., Three-Player and Four-Player. 
which require you to battle more than one commander at the There are over 60 additional missions in all, so you're sure to be 
same time. Once you've finished War Room, there are plenty of busy for a while. 

13: TWIN ISLE 14: DIRE RANGE 15: EGG ISLANDS 16: TERRA MAW 

' 




17: STAMP ISLANDS 







20: LAST MISSION 
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VS. MODE 



iBU'Wfl 



Versus Mode, or Vs. Mode as it is commonly known, lets you battle it out with four 
different players using only one GBA. Once a player has finished his or her turn, the 
GBA is passed to the next player. Vs. Mode uses maps purchased from the Battle 
Map shop, or you can play on maps you've designed yourself. 

SPECIAL MAPS (17) 

There are 17 Special Maps, and they contain missions that are particularly challenging. Don't begin a 
Special Map mission unless you have plenty ot time to devote to it. 

FIELD TRAINING (20) 

There are 20 Field Training Maps. Though the mode shares a name with Nell's early instructional mis- 
sions, the campaigns are anything but a cakewalk. 

PREDEPLOYED (17) 

There are 17 Predeployed Maps. No tactories, ports or airports are permitted in Pre-Deployefl Maps. 
You'll have to make do with the forces under your command at the beginning of the game. 

THREE-PLAYER MAPS (20) 

There are 20 Three-Player Maps, and. as the name suggests, they require three Commanding Officers. 
The computer will take over if you're short a human player, 

FOUR-PLAYER MAPS (21) 

Tfiere are 21 Four-Player Maps. They are some of the longest and most complex missions in the game, 
so patience will be required of all parties. 

DESIGN MAPS 

Design your own map and brag to your friends as you pound their units into dust. Advance Wars can 
store only a limited number of Designed Maps, so you may have to trade with a friend. 




THE RULES OF WAR 



FRIEND OR FOE? 




Decide on the rules of combat before 
engaging your opponent. Check out the 
detailed option breakdown at the top of 
this page. 




Allies are required tor many of the multi- 
player missions, so you need to make sure 
that you choose a friend you trust. Note 
that you can damage friendly units — check 
your fire carefully. 



TAKE COMMAND 

You can pick any unlocked commander for Vs. battles. If you see how many coins he or she costs. You must play through 
haven't unlocked a certain leader, visit the Battle Map shop and Campaign Mode at least once to get new COs. 




A/*<&i% 



SINGLE-PAK VS. MODE ^■tmimn FETTTTgl 

If you own between two and four GBAs, but only one Advanced Mode. The computer determines both the map and the rules. 
Wars Game Pak, you can play on a custom map in Single-Pak Vs. and you cannot save in Single-Pak Vs. Mode. 



READY FOR WAR 




Only player one will see the initial setup 
screen. Other players will see the Game Bo 
Advance logo until the download is com- 
plete. Make sure you have enough Game 
Link Cables. 



SMASH THEM ALL 




gV£V*V 



You cannot chose your battlefield in Single- 
Pak Vs. Mode. If you want more control. 
simply play in Vs. Mode and pass around 
the GBA. 
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LINK MODE MAPS 

Link Mode lets you play with multiple players by connecting 
your systems with Game Link Cables. You can play both 
Multi-Pak and Single-Pak missions in Link Mode. 



"■VET 






«? AB 







MAPS APLENTY 




Nell will guide you through the linking 
process— though it's so simple her help 
isn't really needed. Make sure everyone 
is ready before pressing Start, 



You can choose any unlocked map in 
Link Mode, but pay attention to whether 
a particular map is for Multi-Pak or 
Single-Pak missions. You'll need to 
adjust your Game Paks accordingly. 



ADVANCED MODE 

Was Campaign Mode a walk in the park? Left snoozing by the 
War Room? Well, Advance Wars has plenty of challenges left 
for even the most dedicated general— if you think you can 
handle it. 



NEW COMMANDERS AT THE READY 




Some COs are better suited for certain 
missions than others. Max can take on 
Drake with little trouble, but Sonja has a 
lot of trouble with the naval master. Try 
to defeat Campaign Mode using every 
available CO. 



The highest ranking possible in 
Campaign Mode is an "S." See if you can 
achieve the "S" ranking in every mission 
with every commander. It's tough! 



If you hold down the Select Button 
before entering Campaign Mode, you'll 
play in Advanced Mode. Advanced Mode 
missions give your enemy more units 
and you fewer forces, but the coin 
rewards are greater. Good luck! 



WE SHALL NEVER SURRENDER 

The battle for Advance Wars has just begun. Sporting huge maps, mind- 
bending strategy and more missions than you can shake a tank at, 
Advance Wars is the greatest bang for your GBA buck yet. Fight on, com- 
mander. It is a good day to triumph, and the day is not yet over! 
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Destroy Dracula's minions 



GAME SOY ADVANCE 




?1 Sfflittf 

Capcom's exciting, new installment in the popular 
Street Fighter II series combines all the best fea- 
tures from earlier Super Street Fighter II games 
with some new additions to create a tight, playable 
package. Players compete one-on-one using any 
of 16 characters, with the option of playing at 
four turbo speeds. 



GENRE: FIGHTING 
PLAYERS: 1 TO 2 

RELEASE: SEPTEMBER 2001 
CAPCOM.COM 



*T3 



©1991-2001 Capcom. Lid Sireei Fighter is a Hegistered 
trademark of Capcom. Ltd. Super Sireei Fighter II Turbo 
Revival la a trademark ol Capcom. Ltd. 
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MODES OF FIGHTING 

As a single player, you can battle your way through Arcade Mode, practice your 
moves in Training Mode or try out various tasks in Survival Mode. You can link 
up with another Game Boy Advance and Game Pak to play in VS. Mode. 
Viclorious battles will reward you with VS points, shown at the bottom of the 
mode select screen. The better your fighting skill, the more points you'll earn. 
Earning points will unlock more features, such as Time Attack Mode, additional 
Survival Modes and the ability to play as two versions of Akuma, the final boss. 
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RYU 



EASY COMMAND 



Taken in from an orphan- 
age by martial arts master 
Gouken, Ryu learned Ihe 
Shotokan fighting style. 
He entered the tourna- 
ment again to avenge the 
death of his teacher at 
he hands of Akuma. The 
well-rounded fighter is 
much like his best friend. 
Ken Masters. 



STRENGTHS 




Projectiles, like the blue, easy-to- 
execute Fireball and Shakunetsu 
Hadoken. allow you to keep your 
distance and put your opponents 
on the defensive. Ryu's Super 
Combo is an amazing five-hit fire- 
ball barrage. 



Ryu has several double hits in his 
arsenal. When jumping, try a Light 
Punch for a double hit, or use a 
Rushing Punch on the ground. 
When close to an opponent, use a 
Heavy Punch for two hits. 



While he has no specific weak- 
ness, Ryu's balanced arsenal 
doesn't give you a speed or 
strength advantage. You must 
become a more strategic fighter 
when taking on someone bigger 
or faster than Ryu. 



Ryu is vulnerable after executing 
Fireballs and Dragon Punches. 
If your opponent blocks your 
attack, he or she can stay close 
and strike afterward. Use the 
moves when they can knock your 
opponent away. 







E. HONDA 

E. Honda entered the com- 
petition lo prove the value 
of a sumo lifestyle. His dis- 
cipline and hard training 
allow him to perform 
quick air attacks as well 
as powerful, traditional 
sumo holds with ease. He 
works best as a close and 
medium-range fighter. 



EASY COMMAND 




STRENGTHS 



WEAKNESSES 




E. Honda can't hurl fireballs, but 
he uses his body as a projectile. 
Use the Sumo Head Butt or Sumo 
Smash to strike hard and tast. If 
someone gets close, try one of his 
many throws or holds, like the 
devastating Oicho Throw, 



Many of E. Honda's kicks and 
punches have good range. The 
Long Disfance Low Kick and 
Hundred Hand Slap both work 
from a distance. When opponents 
are jumping toward him, a Heavy 
" :h will stop them handily. 



E. Honda executes many of his 
punches and kicks slowly, which 
gives his opponent more time to 
read his moves. For a better 
chance of contact, try letting your 
opponent strike first. Block the 
attack, then strike. 



Be careful when fighting opponents 
with projectiles. E. Honda's 
Hundred Hand Slap and Sumo 
Head Butt are effective but leave 
him vulnerable to attack. Try a 
Sumo Smash to jump over projec- 
tiles, fhen strike from above. 



SUPER STREET FIGHTER II: TURBO REVIVAL 




CHUN-LI 

As a young girl, Chun-Li 
learned to fight from her 
father, a Chinese Interpol 
agent. She later joined 
Interpol when she found 
out M. Bison murdered 
her father. She fights with 
speed and fury, intent on 
bringing peace to her 
father's soul. 




STRENGTHS 



WEAKNESSES 




Her long-range flying kicks and 
attacks from above make striking 
from (he air one oi Chun-Li's spe- 
cialties. When opponents are 
directly below her. try using the 

rl Stomp. 



For multiple hits, Chun-Li can use 
the Spinning Bird Kick or 
Tenshokyaku. The latter has excel- 
lent vertical range and can hit 
opponents from the ground or 
when they are jumping toward her. 



You can use Chun-Li's jumping 
skills as a defense, but be ready to 
block when you land. II you are 
cornered, use the Wall Jump for a 
quick escape or Hyakuretsukvaku 
as a close-quarters defense. 



Chun-Li doesn't have many power- 
ful close moves, so keep her at a 
distance, stay in the air and keep 
moving, then strike. On the 
ground, use Kikoken as a distance 
defense but don't try to keep up 
with Ryu's fireballs. 



GUILE 
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Until he left the Army, 
Guile was perhaps its finest 
solider. Now he is haunted 
by the untimely demise of 
Charlie, his best friend and 
Army buddy. M. Bison 
killed Charlie during a mis- 
sion he was on with Guile. 
Now Guile awaits his 
chance to get even. 



SUPER COMBO 
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Suite's Sonic Boom is a handy pro 
ectile. It is useful for putting 
opponents on (he defensive. 
Release it, then walk behind it for a 
secondary strike after the Boom 
iits. Turn on Easy Commands to 
execute rapid Sonic Booms. 




Suile has good range with kicks 
nd punches. His Low Heavy Kick 
as a second hit with a long range, 
which can surprise opponents. You 
an use the Somersault Kick or 
Utile's mid-air throw to counter 
umping foes. 



WEAKNESSES 




Guile takes time to charge up his 
Special Moves. The charging gives 
opponents a clue as to what might 
be coming up. so playing Guile can 
be a defensive exercise. If you do 
use the moves, pick your strike 



NINTENDO POWER ADVANCE 



Guile has only a few Special 
Moves — fortunately, Ihey are very 
useful. He also has some other 
moves to make up for his lack of 
Specials. The Backtist and Side Kick 
have good range and power for 
more standard fighting routines. 



nin tendo.com 




ZANGIEF 

Currently a bodyguard for 
the president of Russia, 
Zangief used to pass his 
time wrestling bears. 
Zangief gets his inspiration 
from fighters like Mike 
Haggar and forces of 
nature. He is a slow mover, 
but once he grabs hold, his 
attacks are devastating. 




OTHER MOVES 
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STRENGTHS 



WEAKNESSES 




Zangief has many incredibly dam- If opponents keep their distance by 



aging throws and grabs. Just a 
tew of the bigger moves are 
enough to win the round. His 
Final Atomic Buster takes down 
about half an opponent's energy 
in a single move! 



using projectiles, Zangief a 
employ the Lariat moves to let the 
projectiles pass by. His excellent 
defensive power lets him take hits 
while waiting for his opponent to 
get closer. 




DHALSIM 

Indian-born Dhalsim strives 
to attain perfect harmony 
between body and mind. To 
reach his goal, he constant- 
ly practices his special 
brand of yoga fighting. 
Dhalsim entered the tour- 
nament to prove that he has 
finally attained his long- 
sought perfection. 



Unless Easy Commands are 
enabled, some of Zangief's big- 
ger moves can be difficult to 
perform. It's best to save moves 
like the Atomic Suplex and Screw 
Pile Driver for when an opponent 
is stunned. 



Zangiel moves slowly and the 
majority o! his Special Moves 
require him to move close to his 
opponent, which makes it difficult 
to fight opponents with long-range 
moves. Try the Banishing Flat for a 
good long-range attack. 






SUPER COMBO 
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OTHER MOVES 
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STRENGTHS 



WEAKNESSES 




Dhalsim has the longest-range 
punches and kicks in the tourna- 
ment and fireballs to keep his 
opponents at bay. His other fire 
moves are the Yoga Flame and 
Yoga Blast. The Yoga Blast shoots 
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Dhalsims ability to teleport gives 
him a big advantage. Use it for a 
quick escape when you're cornered 
or to surprise your opponents. Try 
teleporting close behind someone, 
then attacking with a grab or throw. 



Dhalsim's very slow movement 
can leave you vulnerable to attack. 
Try using the Yoga Spear or Yoga 
Headbutt as an alternative to kick- 
ing in the air. You can teleport 
toward your opponents to get 
close to them quickly 



Dhalsim has a weak defense. Use 
projectiles and fire to keep oppo- 
nents from getting close enough to 
hit him. Use his long-range kicks 
and punches to fight from a dis- 
tance. If an opponent comes in too 
close, teleport away. 



SUPER STREET FIGHTER II: TURBO REVIVAL 




BLANKA 

Rumor has it that Blanka is 
one of two survivors of a 
plane crash that occurred 
in a remote part of Brazil. A 
human child who was 
raised by animals, Blanka is 
more beasl than man. His 
years in the jungle have 
taught him to generate a 
strong electrical current. 
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STRENGTHS 



WEAKNESSES 




Blanka has great all-around offen- 
sive and defensive skills. A tew 
powerful moves can be more 
rewarding than a constant barrage 
of attacks. Defend until you have 
an opportunity, then pick your 
moves carefully. 



For a good counterattack, try 
Electric Thunder when an opponent 
jumps toward you. If cornered, use 
Backstep Rolling or Vertical 
Rolling. The Sliding Punch Is good 
tor attacking and sliding under 
some projectiles. 



Blankas overall speed is his biggest 
weakness. His regular attacks can 
be slow and his Special Moves 
must charge up. Use hops and mils 
to get around quickly, then strike. 
The Head Chomp is a good close- 
range attack. 



Watch out for attacks white rolling, 
because some opponents can get 
through. A good technique is to 
use rolling attacks when your 
opponent is mid-jump. Blocking 
right after rolling is also a good 
defensive strategy. 




KEN 



With a brash American atti- 
tude balanced by Japanese 
Shotokan training, Ken is 
the other fully balanced 
fighter in this tournament. 
Though happy with his life, 
Ken will join competitions 
for the challenge of facing 
Ryu, his old friend and train- 
ing partner. 



SUPER COMBO 
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STRENGTHS 



WEAKNESSES 




Using the Heavy Punch to execute 
the Dragon Punch makes it flame 
and gives it a tall vertical strike 
zone. For defense, the Dragon 
Punch makes a great counterattack 
and sometimes lands multiple hits. 



Ken is the master of many kicks. 
He has many variations that 
nigh and mid-body, making them 
good for taking on tall fighters. 
Many kicks will result in multiple 
hits, and you can use them on a 
jumping opponent. 



hit 



Ken aims most of his moves high, 
making opponents that crouch 
and block difficult to hit. Try 
jumping toward a crouching 
opponent and kicking for a good 
attack from above. 



Ken, like Ryu. doesn't have any 
specific advantages, but his bai 
allows for versatility against all 
opponents. His fireballs give hi 
a nice defense and a long-rang. 
attack against more powerful 
fighters. 



NINTENDO POWER ADVANCE 
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BALROG ^-"°°"°° 



EASY COMMAND 



An occasional bodyguard 
for M. Bison, Balrog is 
a tough fighter who's not 
one to pull punches in 
the ring. You might call 
his boxing style unusual, 
and that behavior is what 
got him banned from 
professional boxing. He 
makes good money now by 
street fighting. 
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STRENGTHS 



WEAKNESSES 




Balrog is all about powerful punch* When close to opponents, try sur- 



es. To make sure Ihey connect, 
plan your attack carefully, With 
above-average defensive power, 
Balrog can take some hits, so it's 
okay to be fussy about when to 
strike. 



prising Ihem with Balrog's Multiple 
Head Butt, it is a powerful move 
that can land over 10 hits to the 
head. His Jumping Head Butt is 
good for charging up close or exe- 
cuting an aerial attack. 



_ doesn't have any fancy 
Special Moves; its all basic punch- 
ing. He makes up for a lack of pro- 
jectiles by using various dashing 
punches that can surprise an 
opponent by hitting high or low. 



Balrog has poor aerial ability. Since 
he can't kick, he can only use less 
effective short-range punches in 
the air. To make up for this weak- 
ness, stay on the ground. Hit 
enemies with an uppercut as they 
jump toward you. 




VEGA 



This henchman of M. Bison 
is not very strong, but he 
has incredible speed. Most 
of his moves involve flips 
or flying. Although the 
other contestants see him 
as weak and vain, his claw 
and agility make him a for- 
midable competitor. 



1 1 



SUPER COMBO 



WJJ ■■-' PT1 



EASY COMMAND 

IHf,-H>V1.l -■ 



SPECIAL MOVES 




STRENGTHS 



WEAKNESSES 




Vega's flying attacks can be diffi- 
cult to perform bul are an effective 
way to keep opponents on the 
defensive. If you are attacking 
opponents on the ground, use a 
Flying Barcelona Attack. It they 
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Vega has a few excellent defense- 
only moves. The Wall Jump pro- 
vides a quick escape from an attack 
at any time. Using a Backslash will 
allow him to dodge projectiles, 
punches and kicks. 



Watch Vega carefully wfien exe- 
cuting aerial moves. It can be hard 
to keep track of him. and before 
you know it. he could be attacked 
in midf light. Jump rather than 
block in defense to avoid getting 
his claw broken. 



Vega has a ton of Special Moves, 
but his overall attack and defensive 
powers are relatively low. Use his 
speed to move in quickly for a big 
strike, such as a Hard Kick or a Claw 
Roll, then make a quick retreat. 
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SAGAT 

Sagat, a henchman of M. 
Bison, is known as The 
Towering Warrior because 
he is over seven feet tall. He 
can use his height advan- 
tage to push smaller fighters 
around. He was the champi- 
on street fighter until Ryu 
came along— now he fights 
lo win back his title. 




STRENGTHS 



WEAKNESSES 




Sagat's Tiger Uppercut is a very 
powerful move with good range 
and a great vertical strike zone. If 
you make contact early, you'll get 
multiple hits on your opponent. 
Sagat's regular kick also scores 
two hits at close range. 



Use Sagat's Tiger Shots to keep 
opponents at a distance and do 
some damage. Fire them high and 
low to keep your opponent guess- 
ing. Use a few Tiger Shots to stun 
your opponent, then pull a Tiger 
Genocide. 



Sagat is vulnerable alter doing a 
Tiger Uppercut. If his opponents 
block the move, they will be able 
to strike him easily. Sagat is 
immobile after a Tiger Shot so look 
out tor jumping kicks or make sure 
he is far away. 



Sagat's height leaves his lower 
body vulnerable. To combat a low 
attack, use a Light Low Kick and 
try lo get the first hit in. Sagat 
doesn't have Special Moves lor 
close range, so get familiar with his 
punches and kicks. 




M. BISON 

Leader of Shadowloo, M. 
Bison is known as a ruthless 
killer, bent on world domi- 
nation. Part of what makes 
him so powerful is his mys- 
terious "psycho" force. He is 
so evil that most of the 
fighters in the tournament 
are here only to exact 
vengeance from him. 



EASY COMMAND 




STRENGTHS 



WEAKNESSES 




M. Bison can cover a lot of ground 
in one tump, making leaps a useful 
way to get close to an opponent. 
He can even jump completely over 
an opponent and strike from 
behind. Be warned— executing the 
attacks requires precision. 



You can use M. Bison's aerial abili- 
ty to strike opponents from above. 
The hits can be difficult to block, 
and a Somersault Skull Diver gives 
you the opportunity to strike twice. 



M. Bison is vulnerable mid-flight 
during a Head Press or Reverse. 
Choose when to do them carefully. 
A Psycho Crusher may be a better 
choice, since it has a good chance 
of striking an opponent on the 
ground. 



NINTENDO POWER ADVANCE 



Bison Has short range with his 
basic attacks, except for Low 
Heavy Kicks and the Knee Press. 
Those moves involve a charge, 
which give him better range. 
Unfortunately. Ihey take time to 
execute and leave Bison vulnerable. 
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CAMMY 

Cammy is a mysterious fig- 
ure who tost her memory 
as a result of being brain- 
washed by M. Bison. 
Rumors suggest that she 
was once Bisons lover and 
thug, but she is unable to 
confirm anything since her 
memories are gone. All she 
knows is that she must 
defeat him and Shadowloo. 



SUPER COMBO 
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STRENGTHS 



WEAKNESSES 




Cammy's multiple-hit Cannon 
Spike has great vertical range and 
works (or opponents who come at 
her high or low, 1! she makes con- 
tact, she'll Hip away, out of danger 
of retaliation. 



With decent speed and jumping 
ability, she'll he able to jump com- 
pletely over some enemies. Once 
on the other side, you can surprise 
them with a Leg Throw, which you 
can do in the air il your opponent 
jumps, too. 



Cammy's attack range is somewhat 
limited. Her two long-range moves 
are the Spiral Arrow, which doesn't 
go that tar, and her slow Spinning 
Knuckle. Use sequential Spinning 
Knuckles to keep your opponent 
down, it you can. 



Cammy needs to strike quickly and 
get out of the way. since her defen- 
sive and attack powers are below 
average. A useful sequence is a 
Spinning Knuckle then a throw 
once you are close enough. 







DEE JAY 

The music of Jamaica 
gives Dee Jay the inspira- 
tion for the rhythm and 
style of his fighting. He 
prefers to use fluid motions 
punctuated by multiple 
contact attacks. Dee Jay 
sees the tournament as a 
way to refine his connec- 
tion between music and 
kickboxing. 



SUPER COMBO 
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WEAKNESSES 




Dee Jay knows many multiple-hil 
moves. The Maximum Jackknife is 
one that has good vertical range. 
The Double Dread Kick will hit 
twice and give you some space. 
Tap Punch during a Hyper FisI to 
add hits to the move. 



Dee Jay can use the Max Out pro- 
jectile as a defensive wall to walk 
behind, but it's not as effective as 
Guile's. The Max Out is special 
because you can vary its speed 
with the different Punch buttons to 
mix things up. 



All of Dee Jay's Special Moves 
require charge time, so be selec- 
tive when striking with them. 
Instead ot relying on the Special 
Moves, take advantage of the good 
range bis basic kicks have. 



Except for the Max Out and Hyper 
Fist, Dee Jay's punches don't have 
good range. Use them in close 
contact or for uppercuts when 
players jump toward him. His kicks 
ate his strength, so use those for 
medium-range attacks. 
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T. HAWK 

T. Hawk was a native and 
resident of the southwest 
U.S., until Shadowloo drove 
him from his home down to 
Mexico. He now seeks to 
defeat M. Bison and move 
back to his rightful home. T. 
Hawk is a huge warrior 
who fights with a mix of Hy- 
ing and wrestling moves. 



SUPER COMBO 
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T. Hawk is big and powerful, but 
he also has quick aerial attacks. 
Since he's slow on the ground, use 
aerial attacks, such as the 
Tomahawk Buster and Condor 
Dive, to get around quickly while 
on the offensive. 


Hawk has good range with his 
Heavy Kick. If it's done low, he'll 
kick twice, doubling his chances of 
making contact. 



WEAKNESSES 




The downside of T, Hawk's quick T. Hawk doesn't have much in ihe 



aerials is that when they are 
blocked, he is vulnerable to a 
counterattack. The right counter- 
move can stop him mid-flight, so 
save his aerial moves for 
surprise attacks. 



Special Moves department, but he 
makes up for the lack with a variety 
ot grabs and holds. His only non- 
aerial Special Move, the Mexican 
Typhoon, deals out 
major damage. 



SUPER COMBO 



FEI-LONG 

Fei-Long is known for his 
resemblance to Bruce Lee in 
style and charisma— and he 
is also a movie and fighting 
star. Fei-Long trains hoping 
one day to be worthy of 
being compared to his idol. 
He entered the tournament 
to test his skills against the 
best fighters in (he world. 



STRENGTHS ■ WEAKNESSES 
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A unique trait of Fei-Long s Special 
Moves is that they can give multiple 
hits. The Shienkyaku is his 
strongest Special Move. It has good 
vertical and horizontal range. 
Couple the move with the Hurricane 
Kick and aerial throws for an excel- 
lent aerial tighter. 



,m 



Fei-Long is smaller than most 
other lighters, so his basic punch- 
es and kicks have limited range. 
Stick to Special Moves, such as 
Rushing and Hurricane Kicks, for 
longer range. Try a Hurricane Kick 
over your opponent, then Rekkaken 
three times from the opposite side. 



FIGHTING AKUMA 

Once you can complete Arcade Mode without losing a sin- 
gle match, you'll fight Akuma. He is the true final boss in 
Super Street Fighter II: Turbo Revival. Like any final boss, 
Akuma is tough, unfair and very challenging. 




NINTENDO POWER ADVANCE 



nintendo.com 



OTHER GAMES 

MEASURE UP 



ol 



:;uvcn 
L= Boy : 



ure yet bursts 
Advance. 



With floppy ears and a fearless heart, Klonoa tackles challenges too 
bigforanyoneelse.lii KLONOA" Empire of Dreams, you'll help 
our hero free himself and save a land from evil. But hold on tigh 
Because it'll take all the jumping, wind-bulleting, hover-boar " 
and puzzle-solving skills you've got to conquer 40 of i 
wildest levels ever. Get your hands on 
KLONOA Empire of Dreams. 
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C PARK III: 
K BUILDER 



Collect dinosaur DNA, develop rare specimens and 



DNA samples to setting the price of a meal at the 



WELCOME TO JURASSIC PARK 

John Hammond's dream of creating a park where visitors can view 
real dinosaurs comes to life in Jurassic Park III: Park 
Builder. With no disgruntled employees like Dennis 
Nedry to mess things up, it should be a piece of 
cake, right? Not quite. You still have some very 
large carnivorous creatures to take care of. 
visitors to attract and entertain and a lot of i 
bills to pay. It's a challenge of enormous pro- 
portions. Are you up to the task? 




, NINTENDO POWER ADVANCE 
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MODES AND MENUS 

When you lake on an endeavor on the scale of Jurassic Park, there 
are a lot of factors to consider. Jurassic Park III: Park Builder sepa- 
rates the options into two majors categories. Press Ihe L Button to 
enter the main office and research areas. Press the R Button to look 
at construction and maintenance. 





In Main Office Mode, you manage 
many of the areas that affect the How 
of visitors to the park. You can set 
the entry fee, buy busses, advertise 
and gauge visitor satisfaction. You 
can also adjust game speed and save 
your progress. 



Dinosaur DfJA comes from blood in 
mosquitos frozen in amber. Your 
excavation team can travel to eight 
different locations worldwide to 
search tor amber samples. You'll 
send your team on assignment to 
new locations in Excavation Mode. 
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Once you have amber samples, you 
can analyze them for DNA then create 
dinosaur eggs and hatch them in the 
research lab. You can make up to 
eight dinosaurs at once. Each one 
takes several weeks !o develop from 
ONA to live specimen. 




When you collect the entire DNA 
strand of one of the game's 140 
dinosaurs, and create the dinosaur, 
the creature's stats and picture will 
appear in Dinosaur Illustration Mode. 
You'll receive a special monetary 
reward when all entries are complete. 



FACILITY MANAGE MENU 




Using a Game Boy Advance Game 
Link Cable, you can link two Game 
Pak-equipped GBAs and trade DNA 
blocks in Exchange Mode. You must 
have more than one of each type of 
DfJA block to trade them. 



The Construction Menu gives you the 
power to place and develop park 
structures— from roads and walk- 
ways to buildings and vegetation. It 
also includes a bulldozer feature tor 
destroying old structures. 



The Full Map gives you an overhead 
view of the entire island. You can use 
it to survey all of the structures that 
are spread throughout the island and 
to move quickly from one section of 
the island to another. 



In the Facility Management Menu, 
you can maintain the operation ot all 
of the park's buildings, including 
hotels, restaurants, shops and 
dinosaur holding areas. It's very use- 
ful wtien the park is in full swing. 



DINOSAUR HABITATS 

The creatures that you develop are native lo different types of 
environments. You'll keep them healthy and happy if you place 
them in areas that feel like home. 



You can hold crea- 
tures of the sea in 
saltwater pens. 



A lake in the norttiem 
end of the island is 
the only source of 
fresh water. 



The thick foliage of 
the jungle is fitting 
tor many herbivores. 






Ho! desert environ- 
ments mark the four 
corners of the island, 



Beaches are natural 
environments for 
creatures that feed 
off the sea. 



You can find grassy 
plains on the south 
end and on the 
northern shore. 




JURASSIC PARK III: PARK BUILDER 



PARK PLANNING 101 

Before you can welcome visitors to the park, you have a lot of to the park after you have had some success in bringing in cus- 
planning and development to do. It pays to start small then add tomers and maintaining the dinosaur population. 



AND DEVELOP PARK FACILITIES 




n attraction ot your park will 
be the dinosaurs. Your first order of 
business should be to send your 
excavation team on a trip to collect 
DNA. When it returns, you can begir 
dinosaur production. 



Eventually, you may build structures 
over the entire island. But your first 
construction effort should be a small 
complex near the entrance of the 
park. Keep it open and expandable, 
with easy access for visitors. 



It pays to think about the design of your first complex and to construct it 
carefully. Make sure there are plenty of open pathways that lead to all of the 
buildings, at least one rotary for pus access and roads that give busloads of 
visitors a good view of the dinosaur holding areas. 



THEM A SHOW 




Tne main types of visitor-friendly 
structures are hotels, restaurants and 
shops. Your impulse may be to begin 
with a hotel, but restaurants and 
shops will be more profitable until 
you attract huge crowds. 



While you should keep the size of 
your complex small and manageable 
to begin with, you will want to make 
sure that you can expand after you 
create more dinosaurs and more visi- 
tors start coming to ttie park. 



It's important to build enough walk- 
ing paths and roads to give visitors 
access to all facilities and holding 
areas. Crosswalks will appear where 
paths and roads intersect, keeping 
traffic under control. 



Be sure to put roads alongside every 
holding area to give visitors a good 
view ot the dinosaurs. You'll know 
that visitors can see the creatures 
when you see exclamation points 
over the busses. 



ARTISTIC EFFORT 




Rotaries are roundabout sections of road that act as bus stops. You must have 
rotaries so that visitors can get onto the buses and lake dinosaur tours. Make 
sure that your rotaries are close to hotels and restaurants that are connected to 
the walking paths and within a short drive of the holding areas. 



Once you have placed all of the facili- 
ties, walking paths, roads and rotaries in 
a functional layout, you can add inter- 
esting and artistic features to your com- 
plex. Visitors will enjoy their stay more 
and stay longer if you decorate the park 
with foliage, fountains and statues. 
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IMPROVEMENTS 




Everything costs money— roads, 
buildings, dinosaur development. 
While you do have to spend money 
before you can make money, you 
should try to keep your costs low 
and build with moderation. 



Once you start turning a protit. you 
can improve your facilities with 
upgrades to increase their capacity 

and make them more structurally 
sound. Upgrades are less costly than 
entirely new buildings. 




Your dinosaurs may become ill or get 
injured Irom attacks by stronger 
dinosaurs. It's important to keep 
enough money in reserve so you can 
treat your creatures when they need 
medical attention. 



The only way tor park visitors to see 
your dinosaurs is on bus tours. You'll 
nave three buses when you begin. It 
you can afford more buses, you will 
be able to increase visitor capacity 
and attendance. 




Visitors will pay a lot of money to go 
to a well-managed dinosaur park, but 
they do have limits. You can maxi- 
mize your profits by setting a reason- 
able admission price. The more visi- 
tors you have, the more you'll make 
in hotels, restaurants and shops. 



You can check your financial situa- 
tion by selecting the Total Score 
entry of the Park Information section 
in the Main Office. The information 
also pops up at the end of each year. 
It will fell you if you can afford to 
expand or if you should stay put. 



DINOSAURS ON DISPLAY 

Dinosaurs are the main attraction of your park. You should 
enter into every level of park design and development with the 
goal of bringing paying customers to the creatures. That's the 
key to high attendance and big profits. 



MONEY MANAGEMENT 

If you spend too much money and don't take enough money in, 
your financial situation will begin a downward spiral. Try to get 
a quick return on your investments. If you end a year in debt, 
your investors will close down your park. 




Before you advertise your park and 
welcome visitors, you will want to 
make sure that you are ready for visi- 
tor traffic and dinosaur display. Build 
a modes! complex first, then concen- 
trate on bringing in the public. 



soon as the excavation crew 
returns from its first month in the 
field, study the ONA samples i! 
brings back for complete strands. 
The next step is to create eggs, hatch 
them and display the dinos. 
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Your park may not have a full compli- 
ment of dinosaurs when the first 
groups of tourists arrive. Try to set 
your admission price low enough so 
they won't feel cheated. 



Visitors won't show up until you 
begin to advertise. Higher profile ads 
cos! more, but they bring in more 
customers. When you begin to turn a 
profit, you can afford more exposure. 



SATISFACTION IS THE KEY TO A BIG PROFIT 




If visitors are pleased with your park, ihey will stay longer and spend more 
money. Go to the Opinion entry of the Park Information section to find out how 
you can improve the park in the eyes of its visitors. You can also interview visi- 
tors in the park by positioning the cursor over them and pressing the A Button. 



I^ltn TELL THE WORLD 
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MAINTAIN SUCCESS 

After you've been in business for a few years, you'll want to 
make sure that you continue to improve your park to bring in 



new visitors and repeat customers. Park maintenance and 
expansion will keep you very busy. 




FACILITIES AND R EPAIR DAMAGE 

If you're turning a profit, you can af ord 
to upgrade your dinosaur holding areas 
for better security and improve your 
facilities to increase visitor capacity. If 
your facilities are damaged in a natural 
disaster, you should repair the damage 
as quickly as possible. 



D TO THE DINOSAUR POPULATION 

Park visitors will be more likely to 




you continue to add n 
dinosaurs. As you add dinosaurs, be 
sure to add to the size of your holding 
areas. 



When you reach certain milestones in 
park attendance (1.000 visitors) and 
dinosaur development (a complete col- 
lection of dinosaur DNA strands), you 
will earn rewards, such as cash prizes 
and new merchandise to sell in shops. 



HURRICANE WARNING 




EARTHQUAKE ALERT 




DINOSAUR INDEX 



The 140 types of dinosaurs that populate Jurassic Park III: Park eight, which means that different types of dinosaurs will mix 

Builder are separated into six different groups— three groups of and mingle. You'll have a better chance of maintaining order in 

carnivores and three groups of herbivores. The number of the holding areas if you limit yourself to dinosaurs from one 

holding areas that you can keep at any given time is limited to group in each area. 



C ARN 1 ^ he ^ am 1 9 rou P ' s ma[le "" °' lne sm a |les ' carnivores in Ihe park. They tend lo be weaker and less aggressive than their larger meat-eating 
" "™ l cousins. If they are held with the largest carnivores, their numbers will shrink. 




Mini. Tyrannosaurus 
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Avimimus 
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Dromiceiomimus 



Pelecanimimus 
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Meganeura 
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CARN 2 Dennis Nedry met his demise while facing a Dilophosaurus. Velociraptors have also caused trouble for the visitors ot Jurassic Park. You'll be 
able to maintain peace with the Cam 2 dinosaurs II you keep them away tram weaker creatures, like humans 





Rhamphorhynchus 
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CARN 3 ^" rex ancl ' ls mass ' ve meat-eating companions have had starring roles in the Jurassic Park movies for a very good reason— they are powerful 
and vicious. Park visitors will flock to see the specimens of the Cam 3 group. 




Yangchuanosaurus 




Giant Pteranodon 
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HERB 1 The 15 dinosaurs of the Herb 1 group are the weakesl and least aggressive creatures in the park. It they cross paths with any carnivores, they 

n no ■ will probably not survive. 




Mini. Stegosaurus 



Muttaburrasaurus 
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uppD o Tne He,D 2 9 rou P is second only to the Cam t group in its size. The dinosaurs are larger than those ot the Herh 1 group but still small in com- 
parison to Herb 3 specimens. Most are quite strong but not very aggressive. 



Therizinosaurus 
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ucDD o The massive leal-eating Barosaurus. Brachiosaurus and their Herb 3 cousins are the gentle giants of Jurassic Park They need a lot of room tc 
roam and much vegetation to satisfy very healthy appetites. 




Lambeosaurus 
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Triceratops Lhorn 



Pachyrhinosaurus 
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A NICE PLACE TO VISIT 

While the Jurassic Park movies depict the park as a good idea 
gone bad, you can create a park that successfully maintains its 
dinosaur population and attracts visitors in droves with Jurassic 
Park III: Park Builder. It takes planning, good management and a 
lot of hard work, but the rewards are massive. 
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NOT YOUR TYPICAL LEGOS 

Don't expect the colorful building blocks of your younger days— these LEGOS 
are robotlike creatures living on a peaceful island called Mata Nui. The tranquil 
island is threatened by a dark shadow known as Makuta. To save the island, an 
unlikely hero must traverse dangerous lands and find six Toa Stones. Of course, 
that unlikely hero is you. 



What was once a tropical paradise is now a gloomy waste- 
land, and only the legendary Toa— six heroes representing 
the natural elements— can challenge the evil Makuta. The 
only way to summon the powerful Toa is to locate all six of 
the deeply hidden Toa Stones. 



You start the game as an inconspicuous villager determined 
to become a hero. Your quest will take you through thick 
forests, volcanic villages and other treacherous terrain. 
Along the way, you'll be challenged by minicontests that test 
your wits and skills. 
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BECOMING A BIONICLE 

In all probability, you're not really sure what a Bionicle is, let 
alone what it (eels like to be one. But don't bother dwelling on 
your uncertainties, because you'll soon know more about life as 
a Bionicle than you ever imagined you would. After all. this 
adventure is mainly about you, the brave villager who sets out 
to save an island. 



AN INTIMIDATING HERO 



SNAPPING YOURSELF TOGETHER 



*-***£ 



After entering your name, you'll advance 
to the player creation screen, where 
you'll assemble yourself by choosing 
from a variety ot tinted body armor. 
Each piece of protective gear comes in 
1 1 different colors. Create a combo that 
matches your style. 




The face, arms and legs are the three 
areas that you can alter. Unfortunately, 
there's no variation in the shape of each 
piece, so you end up with a creepy 
goalie-type mask that looks like it 
belongs on Jason from Friday the 13th 
and not a heroic island warrior. 



Believe it or not, there's a strategy to 
selecting your color scheme beyond 
impressing your friends with a flashy 
combo of garments. In general, darker 
colors are easier fo see on a majority of 
the levels, making play on the GBA a bit 
more user-friendly. 



AREA 1: TRAINING GROUNDS 

You have no choice but to advance through the training session 
before starting your adventure. It's quick, and it provides a nice 
overview of your character's many skills. 



I SHOW OFF YOUR STRENGTH 






I FLINGING FRUIT AT SITTING DUCKS 



After impressing the villagers with your 
river-jumping abilities, wow them with 
your muscles. Pick up rocks with the A 
Button. The longer you hold the button, 
the farther you'll fhrow the objects 
you've lifted. You'll be able to hurl rocks 
quite a distance. 
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The L and R Buttons alfow you to fling 
items in your inventory based on which 
items are assigned to each button. 
Access your inventory by pressing the 
Select Button, then participate in a prac- 
tice drill where you throw fruit at foolish 
volunteer villagers. 




| A-HOI MATEY, IS THAT A TURTLE YOU'RE FLOATING ON? 

I Keep in mind, your robotic parts are not 
made for swimming. Use Hoi turtles as 
stepping-stones to cross streams and 
rivers. Startle the turtles before you 
throw them info the water. Once they're 
floating, they may regain c 
so move fast. 



|J IT S TIME Ttl 6ET fl 
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IT'S TIME TO GET A LITTLE PUSHY 

You won't get anywhere in this game if 
you don't stand up and assert yourself. 
Push the large boulders by pressing the 
A Button and move them over the but- 
tons on the ground. Once both buttons 
have been pressed, the blocked passage 
will be cleared to enter. 




| THIS MAY COME AS A SHOCK: YOU CAN JUMP! 

I Among your early discoveries in the 
game is the fact lhat you can jump by 
pressing the B Button. Jumping over 
obstacles and across gaps is obviously 
integral part of any adventure game, 
so be sure to get comfortable with 
jumping short and long distances. 



TRAINING GROUNDS 
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lm\ THE MINIGAMES 



Throughout your adventure, villagers will challenge you to a 
variety of competitions, including boat races, football matches, 
lava surfing and snowball fights. In most instances, you must 
accept the invitation if you want to advance to the next level, 
but you'll never be required to win the contest. 




AND THE WINNER IS... 

At the end of each minigame. the 
winner will take the platform and 
all of the contestants' scores will 
be displayed. Each game ends 
abruptly as soon as someone is 
victorious. There's no room for 
second place! Press the Start 
Button to quit al any time. 



USSAL CRAB DIG 

In the underground village of Onua, the island's best crab digger 
is determined to show off his impressive shoveling skills. You 
must attempt the crab dig before you can leave the village and 
advance to the next town. The contest is slow-paced compared 
to the other minigames and relies more on methodical planning 
than quick reflexes. 

KEEP THEM BOULDERS ROLLIN' 






As you dig through the dirt, you can 

I loosen a boulder from its holding place, 
sending it rolling down the passageway. 
Use the boulders to your advantage, 
knocking them free and launching them 
after your opponents. Just be sure not 
to hit yourself by accident. 



DOWN AND DIRTY 
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r THE SHORTCUTS 
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Move in any direction to start digging 
dirt and clearing pathways. Your oppo- 
nents can set off explosions or throw 
heavy boulders to knock you off your 
crab. If you get thrown from your ride, 
you may have to walk several feet to 
recover it. 



Scattered across the board are patches 
of loose dirt, which are much easier to 
dig through than solid blocks. Search 
for as many streaks of loose dirt as you 
can find and use them to reach the 
gems faster than the opposition. The 
first to tind eight gems wins. 




After collecting a colored gem. you will 
inherit that gem's special power. Blue 
creates horizontal explosions, red cre- 
ates vertical explosions, green gives you 
more speed and yellow builds road- 
blocks. The red and blue gems are valu- 
able for hurting opponents. 



Why exhaust yourself when someone 
has already done the job for you? 
Expending energy on needless digging 
is a sure way to lose the contest. Move 
rapidly from one gem to the next by tak- 
ing advantage of roads that other crab 
riders have already cleared. 



DOUBLE YOUR PLEASURE 
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MAKE A PLAN 



NGALAWA BOAT RACE 

Mechanical LEGOs may not like water, but the seaside town of 
Ga-Koro is known for its boating activities, most notably the 
rugged Ngalawa canoe race. Upon entering the village, you'll be 
given a team of rowers to lead down a rough river against the 
best racers on the island. The keys to victory are rhythmic row- 
ing and solid preparation. 



STEER CLEAR OF TROUBLE 




Moving the left oars will turn the boat 
right, and moving the right oars will turn 
the boat left. Keep the oars away from 
the shore, or you could get stuck and be 
forced to quit the game. During your 
first race, study the course and plot the 
easiest route. 




TAKE ON THE TIDE 




After collecting two crystals of the 
same color, the effect ot that color's 
special power will double. Your blue 
and red blasts will be bigger, and your 
green speed will boost tremendously. 
Use the L and R Buttons to switch from 
color to color. 



It's unlikely that you'll win the contest 
on the first try, but take advantage of 
your first attempt by noting where the 
loose dirt and crystals are located. Chart 
a course, taking lots of shortcuts and 
heading for the powedul blue and red 
gems first. 



In certain parts of the river, the current 
will attempt to push you back. You must 
gain momentum and power through the 
rough patches by rowing with long, fluid 
strokes. Stay as far away from other 
boats as possible and use the red 
arrows to guide you. 



As they say, "gently down the stream." 
Easy does it. Slow, rhythmic rowing will 
give you more speed than rapidly tap- 
ping the L and R Buttons. Try to 
maneuver your boat into the forceful 
forward current near the finish line and 
coast to victory. 
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KOLI FOOTBALL 

The athletic villagers in the mountainous region of Pohatu are 
intent on showing you their well-honed football skills. Played 
with four goals and dozens of balls, this is anything but your typ- 
ical game of soccer. But it's also the easiest minigame to win on 
your first try, especially if you know the rules and stay aggres- 
sive throughout. 

KN OCK DOWN THE PILLARS 

■ As the contest begins, a tew round 
rocks are scattered about the field and 
three large pillars protect each goat. You 
must break down the barriers in front ot 
your opponents' goals. Create more 
balls by kicking the available rocks into 
the pillars. 



There are no referees or red cards in 
this game of football, so don't bother 
looking (or a foul if an opponent sends 
you sprawling to the ground. Keep your 
distance from the other players, who 
tend to bunch together near a goal. Kick 
anyone who comes near you. 



KEWA BIRD RIDING 

After coasting through the easiest minigame, Koli Football, 
you'll be faced with the most challenging contest: the Kewa 
bird-riding duel. In the aerial assault battle, you'll sit on a wild 
Kewa, attempting to maneuver away from falling fruit while 
attacking several other skilled riders. The contestant who out- 
lasts the others wins. 



STICK TO A CORNER 
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STRIKE FIRST 




TAKE THE HIGH ROAD 
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A LONG WAY DOWN 
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Tfl At your disposal are an unlimited supply 
u of ammo and a bungee ball. As the bat- 
tle begins, use your bungee to zip over 
toward the right side of the forest, 
knocking one or two riders off their 
birds. Then circle back and start Hinging 
fruit at your opponents. 



There are a few places you can hide to 
avoid trouble and surprise your ene- 
mies. Hovering near the top of the 
screen keeps you away from falling fruit 
but makes you vulnerable to bungee 
attacks. Staying at the bottom, under a 
ledge, can also serve as protection. 



The bungee will allow you to move at 
high speeds and knock other riders off 
their birds. But use your bungee only 
when you have a clear shot at an oppo- 
nent. Reckless use of the bungee could 
result in a costly accident that sends 
you spiraling toward the ground. 




Vou'll accumulate points no matter 
which goal you score on, so find an 
open corner and bust down the pillars. 
Then boot all the remaining rubble into 
the open goal. You must kick the rocks 
at the right angle, or they'll bounce off 
the walls and knock you over. 



KEEP AN EYE ON THE SCOREBOARD 

In all likelihood, you won't need to worry 
much about the score. The three oppo- 
J nents typically fight among themselves, 
' ^-* M leaving you alone to score points and 

keeping your goal relatively safe. But if 
one player's score starts to creep up, 
attack his goal. 



RACE TO THE FINAL ROCK 




By the time the last ball is chased 
around the arena, you should be well 
ahead on the scoreboard. The game will 
not end until the final rock is kicked 
through a goal, so you might as well sit 
back and be entertained by the opposi- 
tion's pursuit of the last goal. 



The objective is not to pick a tight with 
every enemy in sight. When you see two 
riders dueling with one another, stay 
away trom the fray. Whenever possible, 
keep your distance from brawling oppo- 
nents. The less you fight, the greater 
your chances of winning. 



If you find yourself in a precarious situa- 
tion, use the bungee to zoom out of the 
hazardous area. At times, you may be 
surrounded by opponents or find your- 
self under a rainstorm of bullets. Quickly 
find an opening and launch yourself 
away from the potential threat. 



You don't have great range when fling- 
ing ammo, so wait patiently for a rider 
to approach you before unleashing a 
flurry of fruit. Keep an eye on your 
health meter in the upper-left corner. If 
you find yourself low on energy, take 
cover and wait it out. 



Earn points by landing successful shots 
and taking as many riders down as pos- 
sible. The player who survives the 
longest will typically earn the most 
points and win the scuffle. Don't get dis- 
couraged—it's the most difficult contest 
of all to master. 
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HUAI SNOWBALL SLING 

The villagers of the cold and icy town of Kopaka may be looked 
upon as Ihe most unfortunate LEGOs on the island. But they 
make the most of their snowy surroundings and certainly know 
how to have some fun. The snowball sling is an enjoyable, fast- 
paced skirmish that will test your speed and accuracy. Grab 
your winter coat and have a blast. 



EVERY HIT IS COSTLY 




The snowball sling will be over in a 
hurry, because il lakes only a few hits 
for each contestant to become buried in 
snow. Every time a snowball pells you, 
you'll see more snow accumulate on 
your body. Stay away from enemy fire 
and never stop Hinging. 



Slake out your territory and defend it. 
Hide behind frozen villagers and use 
them as protection against enemy 
attacks, but don't stay in one place for 
too long or you'll be a sitting duck. You 
can also deflect oncoming snowballs 
with snowballs of your own. 




GUARD THE PERIMETER 
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BE AGGRESSIVE TO V 




There is only one button to worry about 
in this minigame: the A Button. The only 
way to glide across the ice is to sling 
snowballs, and you can move only in 
reverse. At the start of the fight, turn 
around and start Hinging to skate out of 
your corner. 



Stay away from the danger zone — the 
middle of the rink. Try to move along the 
perimeter of the ice, aiming for the fool- 
ish participants who skate across the 
middle of the war zone. Use the four tiny 
rocks in each corner as shields against 
oncoming enemies. 



The fighter who records the most suc- 
cessful throws wins the contest, regard- 
less of which player survives the 
longest. You must be aggressive and 
charge your opponents or you won't 
compile enough points to win the game. 
You can't sit back and watch. Attack! 



IGNALA LAVA SURFING 

The final minigame features raging volcanic rapids. Hop on 
your lava board and prepare to race down the lengthy, turbu- 
lent river against three other speedy racers. If you manage to 
ride the right currents and stay out of difficult spots, you should 
win with ease. Before gaining entrance to Tahu, you must com- 
pete in the lava race. 



OH YOUR MARK, GET SET . 



WATCH FOR SHARP TURKS 




The L and R Buttons can be used to 
maneuver your board around sharp 
turns. If you're familiar with the course 
and run a clean race, you shouldn't have 
to use the L or R Sutton. During your 
first few races, though, you may find 
yourself faced with some tough curves. 



Use the patches of flowing lava to speed 
your board across stretches of the 
course. Keep an eye out for the moving 
currents and ride them as often as pos- 
sible. The more tide you ride, the easier 
it will be for you to cross the finish line 
ahead ol the pack. 



In general, it's a good idea to stay as far 
away from the other riders as possible. 
Friction with another lava board will only 
slow you down. But if you do find your- 
self bumping up against an opponent, 
use the L or R Sutton to lean into him 
and throw him off. 



STEEH AWAY FROM BOULDERS 



MAINTAIN MOMENTUM 



CRUISE TO VICTORY 



Shoot out of the starting gate by repeat- 
edly pressing the A Button. Continue to 
press the A Button to motor yourself 
down the river, but slow down for sharp 
turns and narrow, obstacle-filled pas- 
sages. Speed is vital for success, but so 
are caution and a' 
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There are several large rocks jutting out 
of the lava, waiting to knock you off 
your board. Large boulders can usually 
be found in the middle of narrow pas- 
sageways, forcing you to make a tight 
squeeze. Stay alert and steer clear of 
any hazardous obstacles. 



The darker swaths of lava are thicker 
I and will slow the speed of your board 
considerably. Don't lose the momentum 
you've gained by riding across thick 
patches of lava. Keep your board on the 
flowing currents tor as long as possible 
and maintain high velocity. 



A wide current of fast-moving lava is sit- 
uated directly in front of the finish line. 
The first rider to reach the area is guar- 
anteed to win the race. If you manage to 
maneuver out of the curves before any 
of your opponents, you will glide to an 
easy victory. 
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GIFTS AND GOODIES 

You must be equipped with quite a large backpack, because 
your inventory will be stuffed with over 15 items by the time you 
finish the game. Assign weapons and tools to the L and R 
Buttons by accessing the inventory screen. 



Madu Fruit, also known as coconuts, can be used as ammo 
against most enemies but aren't as effective as other weapons. 



Small rocks are used in the same manner as Madu Fruit but 
cause more damage, Create rocks by smashing large boulders. 



Exploding coconuts, commonly known as Madu Cabolo, are a 
rarity on the island, They allow you to blast through walls. 



Snowballs are located in the icy town of Kopaka and are used like 
fruit and rocks. Amazingly, they never melt. 



The disc is far and away the most valuable weapon on the island. 
It serves as a boomerang and hits al! enemies in sight. 



® ] ENEMY CREATURES 



KNOW YOUR FOES 

There are a variety of dangerous creatures located throughout 
the island, and each poses a unique threat to your existence. 
The more familiar you are with the assortment of menaces, the 
better your chances of safely passing each level. Most enemies 
are easy enough to take down with fruit or rocks, but some 
require specific tools and tactics. 



Hoi are typically harmless, unless they've been infected with 
poison. Unsafe turtles wear easy-to-spot orange masks. Use 
the peaceful turtles as stepping-stones. 



The most common nuisance on the island is small bugs — 
but you easily exterminate them with a toss of a fruit or rock. 
They usually emerge in tiny groups from underground. 
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Varieties of small spiders are in abundance all over the island 
of Mata Nui. Most have been infected by the evil Makuta and 
require several hits to be eradicated. 
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Villagers of the underground town of Onu-Koro have famed 
many Ussal crabs and use them for transportation and gaming. 
Several other crabs are wild and considered very dangerous. 



Vatukas. known in some parts as Rock Monsters, are incredi- 
bly strong and do not like visitors. If you happen to disturb a 
Vatuka, keep your distance and pelt if from afar. 



Electric spiders spray deadly jolts of lightning al anyone who 
comes near, so try not to get too close. Use your disc to hit 
several spiders at once. 
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Cliff bugs are pesky critters commonly found near the swampy 
shores of Gait. They aren't particularly dangerous, but they're 

ncredib y annoying Scs-i? them off with] Frufl ffl rocks 



You will encounter the Makika Cave Toad when trying to res- 
cue Nokama in Gali Weak ammo, such as rocks or fruit, will 
bounce off the large toad. Use boulders to stun the beast. 



You will probably use the Volo Lutu Launcher more than any 
other tool, as it allows you to bungee across large canyons. 
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The Lava Board comes into play in the volcanic village of Tahu. It 
gives you the ability to travel across boiling rivers. 



You can use Whenua's Drill to crawl underground, where you can 
avoid swarms of enemies and sneak up on deadly scorpions. 



You will receive Nokama's Trident, used to launch water balls a 
enemies, as a gift after rescuing Nuju in Kopaka. 



The sturdy Hammer of Onewa is tucked away in a corner of 
Pohatu. It is helpful for smashing boulders and creating rocks. 



Given as thanks for helping the villagers of Lewa, the Kau Kau 
Staff works like a chainsaw. Use it to buzz down large trunks. 



Located in the underground village of Onu-Koro, Vakama's Fire 
Staff can be used to light dim passageways and stun opponents. 



Your typical attacks won't harm scorpions— you must purge 
i*. .: them from beneath the surface. Make use of Whenua's Drill 
to travel underground and strike the enemies from below. 
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Small birds hover above the canyons, and they are very diffi- 
cult to hit. The only way to chase the birds away is to use the 
disc that can be found in Pohatu. 
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The baby Taku eaglets live in Kewa nests high above the for- 
est village of Lewa. Matau happens to be trapped in a nest, 
and you must drop boulders on the eaglets to save him. 



One of your biggest challenges will come in the center of 
Pohatu when you face off against the king scorpion, Kofu- 
Jaga. Distract the scorpion with boulders and strike fast. 
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Use the Goko-Khau hawk to rescue Matau from the bird's 
nest in Lewa. The hawk will pick up boulders and drop them 
into the nest. Just make sure you don't get scooped up, too. 



Brakas monkeys have strong arms and enjoy pelting 
passersby. They are extremely rare and difficult to find. If 
you happen to locate one, be sure to stop and take a picture. 
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More of a nuisance than a real threat, fire bugs travel in 
swarms among the trees of Lewa. Ignore the pesky creatures 
unless they happen to stand in the way of your progress. 



Electric bugs are commonly found in Lewa, along with elec- 
tric spiders. One easy hif can terminate them, but you should 
also try to stay away from their high-voltage bolts. 
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Some say they're rams, some call them goats and others insist 
they are wolves. But everyone knows them as Maha — big, 
horned animals that charge toward anyone who approaches. 
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Vako rhinos are often referred to as Ice Demons because of 
their presence in the snowy hills of Kopaka. Most villagers 
are too afraid to go anywhere near the large beasts. 
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Similar to Vakos. Hikaki Dragons are usually called Lava 
Demons since they reside in the volcanic region of Tahu. I 
not wise to wander near a Hikaki. Keep your distance. 
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Known as Lava Skimmers because they glide across the red 
rivers, the pecking birds are vicious and should be avoided at 
all costs. You'll ride one to escape at the end. 
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IT'S NOW OR NEVER 

Your training is over and it's time to save the island of Mata Nui 
from Makuta. As expected, your adventure will be filled with 
dangerous creatures, perilous pitfalls and deadly traps. In addi- 
tion, you'll be forced to cross swampy marshes, vast canyons, 
treacherous forests and slippery icebergs as you attempt to col- 
lect the six Toa Stones. 



YOUR DESTINY AWAITS 






There's no turning back now. You've 
completed the training with flying colors 
and your fellow islanders are counting 
on you to summon the Toa and save the 
island. Head north to collect fruit before 
entering the cave. Once inside, talk to 
everyone you encounter. 



AREA 2: ONUA 

The villagers of Onua are distraught. Their leader is missing, 
their source of food has been destroyed and their hopes have 
been dashed by the presence of Makuta. But by the time you 
leave, they'll be ready to throw a party. Your job is to find two 
crystals, free Whenua and collect a Toa Stone. 

| DAMP AND DREARY VILLAGERS NEED YOUR HELP 

I After listening to the goofy guards' short 
vaudevillian exchange, you'll enter the 
underground town of Qmi-Koro. where 
nobody seems to be in a very pleasant 
mood. Mingle with the crowd to learn 
that Whenua is being held captive and 
must be rescued. 



ONUA: VILLAGE 




| AS IF YOU DIDN'T HAVE ENOUGH RESPONSIBILITY 

Despite the fact that you're trying to 
save the entire island and have already 
been sidetracked with the task of liberat- 
% a/ 1 E ing Whenua, the villagers are counting 

'^■M»-w | on you to collect two Tree Crystals that 

will restore their main source of food, 
the Vuala Maca Tree. 




ONUA: WHENUA'S RESCUE 





Enter the passageway marked B on 
the map above and follow the path 
until you reach the end. Pesky crawl- 
ing creatures will be in your way. but 
there's plenty of fruit available to help 
restore your energy. 



DEBRIS 
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Sharp chunks of rock will occasional- 
ly drop from the ceiling. Watch for 
shadows on the ground and don't 
stand in one place for very long. 
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BOUNDING BOULDERS 




RELEASE WHENUA AND GET A FREE RIDE BACK 



Stay alert at all times and keep an eye 
out for fast-moving rocks. Large boul- 
ders tend to come rolling unexpectedly 
through narrow passageways. If you 
happen to get flattened by a rock, grab a 
lew pieces ol fruit and replenish your 
health as quickly as possible. 





Push two boulders over the buttons near the cage to release Whenua from cap- 
tivity. He will transport you back to the village, eliminating the need to make 
another trip through the long, winding passage. Whenua will instruct you to 
head north to find the Toa Stone and Tree Crystals. 



LUTU LAUNCHER WILL SEND YOU FLYIN' 

After listening to Whenua's instructions, 
grab the Volo Lutu Launcher and head 
through the north exit. Make your way 
down to the water, knocking out all the 
annoying crabs along the way. Use the 
launcher to reach the rock on the other 
side of the stream. 



ONUA: TOA STONE 
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| SCAMPER SOUTH, BUT DON'T FORGET THE TREE CRYSTAL 

I After launching yourself over the water, 
you should have little trouble reaching 

j the bottom of the area and finding the 
elevator to the hidden cavern. Don't for- 
get to head left and collect the first 
Vuata Maca Tree Crystal. The villagers 
m*t survive without it! 




Creatures will emerge from the walls, so stay alert. Knock out all the enemies in 
the area before collecting the coconut-like Madu Cabolo, Blast through the 
blockade and immediately deactivate the exploding coconuts. When you collect 
the first Toa Stone, you'll be transported back to the village. 
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AREA 3: GALI 

The second village on your quest will prove to be a much bigger 
challenge than the first. A horde of underground spiders, 
vicious crabs and robot-eating vegetation will stand in your 
way. In addition, you'll need to use your Volo Lulu Launcher to 
execute a few tricky jumps. 

| CURING THE INFECTED HOI TURTLES 

I The majority of Hoi are peaceful and 
make useful stepping-stones, but some 
e infected and can cause you harm. 
ju can identify poisonous turtles easily 
by their orange masks. Assist the Hoi by 
knocking oft their masks, ridding them 
of their infection. 



The deadly Daikau Plants always seem 
to be hungry, and they have a mind of 
their own. Like flora out of Little Shop ol 
Horrors, the monsters tend to trap any- 
one who unwittingly stumbles near 
them. If you get caught, use the Control 
Pad to break free. 



GALI: SHORE 




GALI: ISLANDS 
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TURAGA TO SAVE 




Before entering the village ol Ga- 
Koro, the speediest rowers in town 
will challenge you to a boat race. For 
tips on winning the Whitewater con- 
test, flip back to page 86. 



The leader of the village is missing, 
and the islanders suspect he's 
trapped in a cave where the elusive 
Makika Beast lives. Not surprisingly, 
they expect you to save him. 
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Don't walk too close to the water or a 
lightning-quick Ussal crab will likely 
spring from the murky depths and 
drag you into the river. 



Did they ever think to build bridges in 
these towns? Oh well, with a bevy of 
trusty Volo Launchers available, who 
needs bridges anyway? 
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GALI: SAVE NOKAMA 
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BEFORE YOU LEAP 




As you traverse the Gaii shores, 
you'll be forced to make several 
well-calculated leaps from island lo 
Island. Shorter jumps are often more 
difficult than longer ones. Study the 
map to the left and plot the safest 
course before venturing forward. 



Tenter the cave 




As in the previous level, you're The sign in front of the cave will 

required lo collect two Tree Crystals. warn you that Madu Fruit do not 

The first is located in the northwest harm the Makika Beast. Take a dee 

corner of this zone. breath and head into the cave. 
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POWER UP 
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If you manage to squash the Makika Beast with a rock, it will be stunned for a 
few seconds. Pick up Nokama and head for the exit before the beast can recu- 
perate. It will eventually regain its senses and chase you out the door. 



Stand to the far left and align your- 
self so you're parallel to the canyon 
wall on the other side of the river. 
Don't launch too far or you'll crash. 



Blast the rocks surrounding the 
Amana Volo Sphere with one of your 
exploding coconuts. Quickly grab the 
sphere lo regain complete health. 



GALI: TOA STONE 





Don't waste time fighting off pesky 
creatures. Head straight for the mov- 
ing lift at Ihe far end.of the large 
brick wall. Once you're on top of the 
hill, scamper north to collect the sec- 
ond Toa Stone. After grabbing the 
item, you'll be transported back to 
the main village of Ga-Koro. 
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AREA 4: POHATU 

The trickiest maneuver to execute in Pohatu involves the many 
enormous canyon gaps. Use the Volo Launcher to attach your- 
self to the tiny platforms in the middle of the canyons and run 
backward to fly successfully across the crevasses. 



POHATU: CANYON 




After collecting Whenua's Drill in the southeast corner, use it to create burrows 
in the ground that you can travel through. The new underground passageways 
will allow you to trek beneath walls and past dangerous enemies. 

] SNEAK PAST THE SCORPIONS 




After jumping over the two minicanyons, follow the road around to the right and 
use the drill to hide under the dirt. Madu Fruit cannot harm scorpions, so the 
only way to avoid them is to slither under the soil. 
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A helpless islander is trapped beneath the large boulders. Distract the scorpions 
by throwing the boulders in various directions. Once you free the villager, he'll 
reward you with an Amana Volo Sphere, which will give you full health. 



It's lime for the heavy artillery. After 
leaving the village and veniuring into 
area C. collect Onewa's Hammer and 
smash the boulders near fhe entrance. 
Gather the fragments and sfore them for 
later. You can use them to wallop large 
creatures down the road. 



SUPER LAUNCH FROM THE BRIDGE 

They actually do have a bridge on this 
island! There's an Amana Volo Sphere to 
the west of the bridge. Perform extra- 
long aerial flights by running backward 
after attaching the Volo Launcher. The 
farther back you go. the longer your 
launch will be. 



Dig into your inventory and select 
Onewa's Hammer. Smash the large boul- 
ders and collect rock fragments for 
ammo. Once you've cleared the passage- 
way, be sure to go back to your invento- 
ry and arm yourself with fruit, Several 
large fire-breathing crealures await. 
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LETTING THE BIRD OUT OF ITS CAGE 




You'll find a villager's precious Moa Bird trapped behind two large boulders in 
the northeast corner. Use the hammer to smash the boulders and free the bird. 
The relieved villager will award you with another Amana Volo Sphere. 
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< A PASSAGE BY GOING UNDERGROUND 




Return to the inventory and select Whenua's Drill. Use the drill to travel beneath 
the earth and tlip the switches in the middle ot the two circles. Before leaving 
the area, make sure you've grabbed the Vuata Maca Tree Crystal! 




POHATU: TOA STONE 



A throng of speedy, subversive creatures will swarm you as soon as you 
attempt to save Onewa. Do your best to travel underground and avoid their 
attacks. Flip all the switches in the circles to free Onewa and get a reward. 





le ot small rocks is hidden behind 
the large boulders at the beginning of 
the stage. Many pieces of fruit are 
also hidden along the canyon walls 
throughout the level. 



With little effort, you can find a disc 
hovering behind the two large boul- 
ders near the entrance. There must 
be something to throw it at nearby 



V VUATA MACA A BLOCKED 
TREE FRUIT PASSAGE 







The disc is a fantastic boomerang-like weapon that hits every creature in sight, 
but it won't do you any good against the scorpions. You'll need to use Ihe drill 
to attack the scorpions — pop up from beneath them. 
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AREA 5: LEWA 

Take Ihe northwest exit out of Pohatu and make a Volo Lutu 
launch over the canyon to reach the multilayered forest of 
Lewa. Before gaining entry to the village, you must retrieve a 
swift Kewa bird from one of the town's inhabitants. 



LEWA: VILLAGE 
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gn VENTURE DOWN TO RESCUE MATAU 
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. irous Kewa bird has 
taken Lewa's spiritual leader. Matau. 
hostage. Take the lift down to area B 
and follow the map to find Matau. 
Move carefully along the narrow paths 
and be sure to have your disc ready for 
lots of action. 




Harmful birds will soar overhead, and 
ground creatures can zap you with 
electricity. Arm yourself wilh the disc 
from Pohatu and use it often. 



You must go out of your way to 
collect the first Tree Crystal in Ihe 
southwest corner. Walk cautiously 
over the thin, flimsy bridge. 



LEWA: RESCUE MATAU 
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I'S ICE PICK 

The first lift will take you to the main 
level of the village where most of the 
townspeople live in tiny huts. Chat with 
the crowd to learn valuable information. 
Grab Nuju's Ice Pick, which you'll use 
later in the game to cool lava and tra- 
verse frozen terrain. 



LEWA: RESCUE MATAU 
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As the mother Kewa circles the area searching tor food, grab a boulder and hold 
it above your head. The mother will collect the boulder and drop it into her nest, 
knocking one ot the hungry chicks unconscious. 



Be sure to hand otf five rocks betore allowing the Kewa to scoop you up and 
carry you to the nest. The pile of rubble near the sign contains only tour rocks, 
so you'll have to search hurriedly for the fifth and tinal boulder. 




LEWA: TOA STONE 



With few enemies in sight, the next 
level serves as a nice change of pace. 
Track down four green gears and 
place them on the mechanical tree. 



To reach the disc, stand on the plat- 
form above and attach the launcher 
to the bush. Use the shrub to the 
southeast to launch off the island. 




Matau's Kau Kau Staff works like a heavy-duty chainsaw. buzzing down trees ir 
a matter of seconds. Select the staff from your inventory and chop down the 
tree across from the second gear to create a bridge to the platform. 




LEWA: TOA STONE 
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] SNAG THE THIRD GEAR WITH THE VOLQ LUTU 

Stand directly across trom the third 

r, as close to the edge as possible, 
and use your Volo Lutu Launcher to 
transport the gear across the valley. Be 
careful not to launch yourself into the 
abyss. Believe it or not, the simple level 
is nearly over. 



7] SHIFTING INTO FOURTH GEAR 





Equip the Kau Kau Stall once again and chop down another tree to reach the 
fourth and final gear Once you've collected all four gears, you can cross the 
narrow bridge in the northwest corner to reach the mechanical tree. 



The gears are not displayed in your inventory, and you're likely to approach the 
mechanical tree wondering what to do. Simply walk toward the tree and press 
the A Button to set the gears on the pegs. The Toa Stone will then be revealed. 
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AREA 6: KOPAKA 

The inhabitants of Kopaka certainly know how to have a little 
fun, and they use their surroundings to their advantage. But the 
winter wonderland of Kopaka's slippery slopes and sudden ava- 
lanches can also be very dangerous. 



KOPAKA: ICEBERGS 
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The Kopaka guards will try their best to discourage you from entering the vil- 
lage. After listening to their unconvincing exchange, walk past them and select 
the hammer from your inventory. Smash the two igloos to proceed. 
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KOPAKA: VILLAGE 



Alter you collect the snowballs near the entrance, the winged snowman will fly 
into the sky and attempt to bounce on your head. Use the ice pick to turn the 
snow pest to mush. Try to avoid walking near other winged snowmen. 

] CAUTION, SLIPPERY WHEN WET 

I Perform several well-calculated jumps 
across the snowy crevasses to reach the 

in town of Kopaka. Along the way, 
use your two discs to eliminate any ene- 
mies swiftly. Snowbirds cause major 
damage to your health, so stay as far 
away from them as possible. 



As expected, Kopaka's villagers desper- 
ately need your help. The local Vuata 
Maca Tree serves as the only source of 
energy, and without it. everyone will 
freeze. In addition, Turaga Nuju is 
trapped. Grab the exploding fruit and set 
off on your next mission. 
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KOPAKA: FIND NUJU 
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A horde of nasty creatures will be awaiting your arrival near the entrance ol the 
next area. Quickly throw a Cabolo coconut into the Dai ka u plant to create an 
explosion and smother the oncoming enemies in a pile of snow. 




To recover the third disc, select both the Volo Lulu Launcher and the ice pick 
from the inventory. First, form an icicle with the ice pick. Fling yourself onto the 
island by attaching the launcher to the newly created icicle. 




] NAB NUJU, BUT DON'T LEAVE THE CRYSTAL BEHIND 

I Nuju is located in the northeast corner, 
but before rescuing him. track down 
the Tree Crystal in the northwest bend. 
After finding Nuju. you will return to 

main village and be rewarded with 
Nokama's Trident, which launches balls 
of water at enemies. 



PREPARE TO GET RAMMED 



KOPAKA: TOA STONE 
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Before venturing toward the Toa 
Stone, round the southeast crook 
and collect the Element of Melting. 
Watch for underground creatures. 



Use the pick and launcher to fly over 
the gap. but arm yourself with the disc 
before executing the jump. A powerful 
ram waits on the other side. 



,,.. „ _.RDS: The Toa Stone is nearby, but ^« .,. 
I smash the igloos and bailie the birds before you can find M 



You've had just about enough ol 
the cold lerrain — it's lime to go. 
Crack the igloos with your discs 
~~ J , one by one, " lim 
. «. s e birds lhat li.« 
you've deslroyed all 







T LET THE BIRD OUT OF ITS CAGE 




The birds are trapped, so don't break open all the igloos at once. Battle one at a 
time. After finishing them off and getting the stone, don't forget to collect an 
Amana Sphere from the wizard before heading to the next level. 
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AREA 7: TAHU 



The end is in sight, bul before you can celebrate, you must sur- 
vive Tahu. The final village on your journey presents a slew of 
new challenges, including surfing across lakes of lava and fend- 
ing off more enemies than you can imagine. 




You can use the ice pick to cool lava and create slick bridges across the boiling 
rivers. Unfortunately, walking across a long pool can be tedious and time con- 
suming. Later in the level, you will uncover a much taster method. 
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Before gaining access to the town center, you must participate in a lava-board 
race. Head to the southeast comer ot area C and enter the competition. Once 
you've given the race a try, return to town and get down to business. 

P REDUCING ROCK MONSTERS TO RUBBLE 
■ The bulky Valuka Beasts are strong 
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enough to cause serious damage, but 
they're also slow and easy lo destroy. 
Use your discs to flatten the monsters 
with a few swift flings. If you're in need 
ot some health, vatuka Beasts can be a 
good source of extra energy. 



ANTIDOTE CURES ALL EVIL 




Eliminate the charging Maha by throwing your discs from a safe di 
Maha will attempt to ram you only if you encroach on ils personal 
the Maha is down, collect fhe antidote and return it to the village. 
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TAHU: FREE NOKAMA 



RUNNING OF THE RAMS 









You'll find Nokama trapped in a cage, 
which is guarded by (our tough Mafia. 
Lined up in a raw. Ihe rams look fiercer 
than the Baltimore Ravens' defensive 
line. But instead ol charging, they will 
run away trom you. Chase after them, 
jumping over lava along the way. 



After taking down the rams, you'll 
receive a key to the cage. Use the key to 
free Nokama and return to the village. 
You will be informed that the town's 
generator needs immediate repair work. 
Find the lava board and use it to zip 
across the lengthy lava river. 



TAHU: TOA STONE 





< BRIEFLY AND GRAB THE CRYSTAL 

I As you lly across the lava on your new 
toy, you'll likely cruise right past the 
Tree Crystal in the southeast corner. 
Jump off the lava board and collect the 
crystal. Walk up the narrow path along 
the river. From there, you can make it 
out of the area on foot. 



HO! THERE'S NO TIME TO 
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Cool the lava with the ice pick and push the three rocks into the center ot the 
cavern. Place one boulder on each button to reveal the crystal. 




After pushing the buttons and exposing the crystal, pick up a rock and toss it in 
the geyser. Step back as the rock soars high into the air and crashes down on 
the crystal. From that point on. you're at the mercy ot the volcano. 



LEGO BIONICLE: QUEST FOR THE TOA 



HAPPY LANDING 

Stuck in the midst of an exploding volcano, you must ride 
steadily down swift rapids without getting thrown overboard. 
At the end of the fast-moving lava torrent is an opening that will 
launch you safely back onto the island. 




After smashing the crystal and restoring 
the generator, you will sense the pres- 
sure building and the massive volcano 
starting to detonate. The earth will crack 
and you will fall helplessly through a 
large opening, ending up on a streaming 
river of hot lava. 



You've found six Toa Stones and you've 
saved every village on the island, but if 
you want to enjoy your victory, you'll 
have to make it out of the volcano alive. 
Snag a stork with the Volo Lutu 
Launcher and let it guide you down the 
stream and toward the exit. 



The ride down the river is fast and furious, and every time you get knocked off 
your board, you'll be carried upstream and lotced to start from the beginning. 
Don't get frustrated if you fail a few times. Practice makes perlect. and you'll gel 
plenty of it. 



Rocks will jut from the surface, stalactites will fall from the ceiling and bursts 
of lava will jump from the river, but you can'l let any of the barriers faze you. 
Don't move from side to side— stay in the middle of the river and 
anticipate obstacles. 




BLAST TO SAFETY 



You may have a tendency to overcom- 
pensate when turning right or left. The 
best plan is to move your board as 
infrequently as possible. Objects will 
appear suddenly, and you'll be forced to 
make a quick cut to one side. Don't go 
too tar on each move. 



SPECIAL THANKS FROM THE TURAGA 

After being discharged from the volcano 
and making a cushy landing in the sand, 
you will instantly be the new celebrity on 
the island. All the village leaders will 
surround you and thank you for finding 
the six coveted Toa Stones and saving 
each of their homelands. 



You will be given the honor of placing 
the Toa Stones in their rightful home. 
Once you've placed all the stones in 
their proper places, the six heroic Toa 
warriors, who represent the natural ele- 
ments, will return to the island and 
defeat the evil shadow, Makuta. 





A series of large ;ava bursts will light up the tunnel near the exit of the volcano. 
Don't be alarmed by the fireworks and don't ride your board directly into the fire. 
Stay centered on the river, head between bursts and blast out onto the island. 



MORE FUN TO BE HAD 

Your new LEGO hero may be walking off into the sunset, but 
that doesn't mean you have to pack the game away. All six of 
the fun minigames that you encountered during your adven- 
ture will be unlocked and accessible for you to play. 
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• F-ZERO MAXIMUM VELOCITY 
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Welcome to a new regular column in Nintendo Power 
Advance. With so many games out for the Game Boy 
Advance, we've selected some of the best strategies and codes 



• KONAMI KRAZY RACERS 

• PINOBEE: WINGS OF ADVENTURE 
■ PITFALL: THE MAYAN ADVENTURE 

• RAYMAN ADVANCE 

• READY 2 RUMBLE BOXING: ROUND 2 

• SUPER DODGE BALL ADVANCE 

• SUPER MARIO ADVANCE 

• TONY HAWK'S PRO SKATER 2 

available for the games already released. We're excited to pres- 
ent some big tips for some big titles this issue, and there's much 
more to come in the future. 



CASTLEVANIA: CIRCLE OF THE MOON 



A DEVIL OF A TIME 

One of the most difficult challenges in Castlevania: Circle of the 
Moon is fighting a lone monster in the Observation Tower. The 
Devil will unleash a bevy of brutal attacks that will leave you 
diving for cover. The best attacks against him involve familiars 
that you can summon through the DSS cards. You can use them 
at any time, and although he'll continue to attack while you're 



using the familiar, he'll be gone before he can inflict any serious 
damage on you. If you don't have the right combination of cards, 
you'll have to switch to a crafty hit-and-run method. Approach 
after one of his maneuvers and strike before he can begin the 
next, then quickly get out of the way. His tornado-like cloud 
doesn't reach as far as his other attacks, which means you have 
more time to rush in and counter. You could sneak past him, but 
because he's worth 10,000 EXP, it's well worth it to finish the job. 




Using the familiars you create by combining the Uranus 
Action card with any ol the Attribute cards is the fastest 
way to send the Devil back to . . . well, you know. 



Projectile weapons, particularly the boomerang, work 
well against the Devil because they continue to inflict 
damage as you retreat. 



II you dort't have the right cards, the extra speed or 
damage other OSS combos offer will help in more 
hands-on methods of beating him. 



BOMBERMAN TOURNAMENT 



YOU DROPPED THE BOMB ON ME 

in BT's Battle Mode, if all the blowing up is getting you down, we 
have some quick tips that should get you back on your little pink 
feet. Try thowing bombs onto the heads of your enemies— the 
bombs will knock the power-ups off them and leave them 
stunned long enough for a second attack. Also, use bombs in 
chains to force them to blow up early. If your enemies are wait- 
ing kitty-corner for a bomb that's about to explode, throw anoth- 
er in the next intersection to trigger the second one early. 
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If trying to outsmart your enemies 
isn't working, hit them over the head. 
That'll get their attention (and knock 
off their power-up). 



Bombs will go off early if triggered by 
other bombs. It's a good way to hit 
enemies who think they're in the clear 



nintendo.com 



CHUCHU ROCKET! 



PLAYING CAT AND MOUSE 

If you're thinking about creating some cool levels to go with 
your hip homemade characters, here are a few tips about how 
to make them fun to play. Symmetrically designed levels are 
very important because they eliminate the possibility of one 
player having an unfair advantage. Space out the Rockets even- 
ly in each corner, and when laying down walls, make sure you 



place them the same way for each color Rocket. (You can 
always turn your GBA upside-down to see whether the board 
looks the same from all angles.) Once you've got the basics 
down, try moving the Rockets around. They determine the 
whole layout of your level. Also, avoid 
placing pits until you're comfortable 
with level creation, as they can be dif- 
ficult to use effectively. 




Notice the even placement of the Rockets in each 
comer of the map. Symmetry allows for easy, bal- 
anced game play— at the expense of originality. 



This map is a little more involved, with the Rockets 
lined up on the side. They are still evenly spaced, 
and walls ensure that there is no distinct advantage 
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SUPER DODGE BALL ADVANCE 



STAY ON THE BALL 

A little good advice has never hurt anybody, except maybe 
your opponent's team in Super Dodge Ball Advance. It's all 
about your lineup in this head-to-head battle, so choose your 
players wisely. Put your strongest attacking players along the 
edges, where they can do lots of damage and not get bumped 
out. Save center stage for burly defensive teammates, those who 
can take quite a licking and stay in the fray. While the positioning 
of the players is important, assume that they're all going to get hit 
and plan accordingly. 



The players on the edge ot the court 
can't be knocked oft, so leave your 
strongest offensive players there and 
torget about their defense. Players 
should be equiped with the most dev- 
astating special attacks, such as the 
Meteor Shot, which is nearly impos- 
sible to avoid. 




PITFALL: 

THE MAYAN ADVENTURE 

SKIPPING ROCKS 

Does Pitfall have you stuck like 
a gator in quicksand? Try this 
code on the title screen: Press 
L, Select, A, Select, R, A, L, 
Select. The level name will 
appear at the top of the screen. 
Hold Select and choose a level 
with L and R. 



EARTHWORM JIM 

IJ.MJ — 

FEELIN' GROOVY 

The two best qualities of Earthworm Jim are its lowbrow humor 
and widely varying levels. You can experience both of them any 
time you want without actually playing through the game. At 
any time during a level, press Start to pause the game. After you 
enter one of the codes, you will see the "groovy" screen as if you'd 
beaten the level and be taken to that stage. 



LEVEL 


HOW TO GET THERE 


WHAT THE HECK? 


SELECT, R, B, DOWN, L AND B 


DOWN THE TUBES 


UP, L, DOWN, A, 11. AND A 


SNOT A PROBLEM 


R, UP, SELECT, L, R AND LEFT 


LEVEL 5 


R, L, A, B, B, A, L, AND R 


FOR PETE'S SAKE 


RIGHT, LEFT, R, L. A AND R 


BUTTVILLE 


L. A, UP. R, A, R, A AND SELECT 





You can ride giant hamsters until You can always jump to Buttville to 

you're saddle sore by skipping to find out what exactly happened to that 

Down the Tubes. cow you launched at the beginning. 
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TONY HAWK'S PRO SKATER 2 



HAVING TO GO MANUAL 

As you progress into the later levels of THPS2, manuals become 
extremely important in completing the score objectives. Perform 
a manual as you complete one trick by pressing Up then Down, or 
Down then Up, and balance the move until you begin the next 
trick. A huge modifier will boost the combined totals of the first 
trick, the second trick and the manual connecting them. It is pos- 
sible to continue the method over multiple ramps, but balancing 



becomes more difficult with each new lime. You should plan a 
course through the level that allows you to maximize the number 
of connectable tricks. You can also begin manuals the same way 
on the ground before performing a trick to add a quick modifier or 
to keep rolling after time expires. Most skaters have pretty bad 
manual stats at the beginning, which is okay for the early levels, 
but don't ignore manuals in racking up huge points later. 
Remember that you cannot do manuals coming down a half pipe 
ramp, so save them for launch ramps and kicker boxes. 




Perform a manual just before landing a trick to 
combo them together. 



Manuals can tie together two huge tricks lor huge 
point modifiers — a necessity for higher levels. 



GT ADVANCE 
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FINDING THE KEYS TO SUCCESS 

Taking first place in all the courses is brutally difficult, particu- 
larly when you can't find the best car for the kind of track you're 
racing. If you're in the market for a little extra horsepower or 
some extra handling on those rough roads, press and hold L and 
R at the title screen, then press diagonally Up/Left and B to 
unlock all cars except the cart racers and the Formula 1 cars. A 
chime will let you know you've entered the code correctly. To 
unlock the other two, you're going to have to finish in first place 
in all the races. To unlock all the tune-ups, hold L and R, then 
press diagonally Down/Right and B. Remember that you still 
need to activate them every time you switch vehicles. With a lit- 
tle practice, that should be enough to carry you through the 
most difficult courses. 

On dirt roads, a car with extra han- 
dling will come in handy. Most ot 
the cars available earlier specialize 
in lop speed and acceleration. 




KONAMI KRAZY RACERS 



ONCE, TWICE, THREE TIMES A MISSILE 

It's difficult to see what the shop is for in Konami Krazy Racers 

when all the items it offers are available during races. The shop 

allows you to extend how many times an item will work when 

you pick it up on the course. For example, when you get a Red 

Missile during a race, you can use it only once. If you buy a Red 

Missile in the store, you will be able to fire each Red Missile you 

find twice. Of course, you may pick up the item again in the 

same race and use it additional times. You can do it twice per 

item, but buyers beware: You 

may buy improvements for 

only three items, so choose 

them wisely. You may decide to 

replace one of the items you've 

purchased later on. If so, 

remember to keep collecting 

coins even after your power- 

ups are full. The power bar at You can use an item up to three 

the top of the screen shows how times it you've purchased it in the 

manv times vou mav use the slore The baf al tfie lop wi " show 
many times you may use me you how many tjmes you nave | eft 

active power-up. to use Hie item. 




IRIDION 3D 
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WARP SPEED AHEAD 

With tough bosses and sparse power-ups. you might be tempted 
to take a quick peek into the future. The code will not only allow 
you to skip levels, it works as the sound test menu as well. On the 
password screen enter 'S3L3CT0N* (including asterisks) as the 
name, then exit the screen. Go back into the same place and 
enter "SH0WT1M3* to access the level select screen. 
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F-ZERO MAXIMUM VELOCITY 



SLIP SLIDING AWAY 

Solid, nearly exaggerated fundamentals are the key to navigat- 
ing the icy courses in F-ZERO successfully. Drive across ice as if 
you were on a normal surface, but brake far more often and tap 
the gas very slowly to keep only a minimum of momentum. The 
other cars are subject to the same conditions, so they have to slow 
down as much as you do. Give your opponents a wide berth in the 



corners, as well, to avoid contact. It's better to get through the cor- 
ner safely and smoothly than to risk slipping into the wall. There 
is an exception: If you are reasonably sure that you can make it to 
the recharge area without taking further damage, slide into the 
backside wall of an icy corner to get a big rebound down the last 
stretch. It's dangerous and difficult, but it could give you that last- 
lap boost you need to get back into 
the top spot. 




Tap the gas slowly through icy corners to avoid 
taking damage. 



Be sure to hit the wall in the right place, or you could 
risk bouncing back the way you came. 



PINOBEE: 

WINGS OF ADVENTURE 



ADDING JUST A DASH 

You would think that with a melon like Pinobee's, he'd come up 
with a better way of attacking than simply slamming his head 
into his enemies. Alas, that's not the case, so Dash Upgrades 
become very valuable in attacking and exploring levels. There 
are two ways of getting Dash Upgrades. On levels 3, 5, 9 and 15, 
find the White Fairy, who will add one Dash to your total. She's a 
little short tempered, so be sure not to attack her or she will fly 
off without giving you the upgrade. If you miss finding her or 
accidentally attack her, don't worry. Come back to the same 
level after completing it— she'll be in the same place. The other 
way to add to your Dash total is to collect all of the "1 Pink 
items— each worth one extra Dash. It's difficult, as the cards are 
(for the most part) random. To make the cards you need appear 
more frequently, complete as many tasks as possible on the pre- 
vious levels, which includes finding all of the golden enemies 
and collecting all of the flowers. 

The White Fairy is a bit temperamental, 
so go easy when you're around her. 
She'll help you out on four separate 
occasions during the game. 



Be very thorough on each level to 
improve the odds of finding that last #1 
Pink Card you're looking tor. It will add 
only one Dash, but every little bit helps. 




READY 2 RUMBLE 2 
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PLAYING POPSTAR PUGILISTS 

Two of the best musicians of the past 20 years make cameos in 
Ready 2 Rumble 2. Okay, so maybe Shaq Diesel was no Thriller, but 
now Shaquille O'Neal and Michael Jackson can share the stage 
with a couple of cool codes. Another code will unlock the over- 
sized brute Rumbleman, weighing in at 510 lbs. with a 120-inch 
reach. Enter the following codes on the mode select screen to 
make the new boxers available. 



CHEAT 


HOW TO GET IT 


PLAY AS MICHAEL 


HIGHLIGHT ARCADE, THEN LEFT, 


JACKSON 


LEFT, RIGHT, RIGHT. LEFT, RIGHT, 




THEN L+R 


PLAY AS SHAQUILLE 


HIGHLIGHT SURVIVAL, THEN LEFT, 


O'NEAL 


LEFT, LEFT, LEFT, RIGHT, RIGHT, 




LEFT, LEFT, RIGHT, THEN L+R 


PLAY AS RUMBLEMAN 


HIGHLIGHT CHAMPIONSHIP, THEN 




LEFT, LEFT, RIGHT, LEFT, RIGHT, 




RIGHT, LEFT, RIGHT, LEFT, THEN 




L+R 
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Despite all the rumors, boxing with a While not as popular as the other 
white sequined glove doesn't provide two, Rumbleman is probably the best 
any serious advantage. pound for pound boxer in the game. 



ADVANCED KNOWLEDGE 



SUPER MARIO ADVANCE 



OUT OF THIS WORLD 

A few short warps can get you a long way in Super Mario 
Advance. Luigi's superior jumping ability makes him the brother 
of choice for the following four warp levels. 

WORLD 1-3 TO WORLD 4-1 

From the start, head right until just before the brick building. 
Pull up the first plant on the bottom to find a Potion. Carry the 
Potion to the right and drop it next to the jar at the end of the 
level. Enter the door and jump onto the jar in Subspace. Press 
down into the jar to warp. 



WORLD 3-1 TO WORLD 5-1 

Begin by entering the first door. Drop down the waterfall and 
fall for several screens. Land on the island in the center of the 
waterfall and enter the door. Pull up the tenth plant for the 
Potion. Drop the Potion next to the jar to your right. Enter the 
door and jump into the jar. 
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The island at the bottom is pretty 
small, so stay toward the middle ot 
the waterfall while you're falling. 



The jar that will lake you to World 
5-1 is just past the row of plants. 



Knock the enemies off the platform Drop the Potion to the right of the 

first so they don't hit you while jar to avoid being hit by enemies, 

you're pulling up the Potion. 

WORLD 4-2 TO WORLD 6-1 

Go up the vine at the start. Continue right and enter the door on the 
cloud. Cross over the whales to the right until you reach the highest 
of three snowcapped pillars. Pull the right plant to find the Potion. 
Drop the Potion next to the jar farther to the right and enter the door. 
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WORLD 5-3 TO WORLD 7-1 

To warp from World 5-3 to World 7-1, go right and up the ladder 
at the beginning of the level. Do a super jump to reach the plat- 
form with the jar. The warp can be tricky because of a tough 
jump that only Luigi can make naturally, if you use another 
character, hop on an Albatoss that can take you to the platform 
with the jar on it. The Potion is to the right of the jar. Drop the 
potion next to the jar and enter Subspace. 




After getting the Potion, carefully 
head right. Pay particular attention 
to the whales' spouts. 



Go across the top of the icy platform 
and drop down on the whale on the 
far side for a shorter jump to the jar. 



Luigi is by far the best player for the If you use somebody else, hitch a ride 
task. He can get up to the Potion on an Albatoss (lying overhead, but 

and jar without assistance. look out for the Bob-ombs they drop. 



FIRE PRO WRESTLING 
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OUT OF THIS WORLD 

One of the big features of Fire Pro Wrestling is the number of 
wrestlers the player can choose from, but unfortunately, only a 
few of them are available at the beginning of the game. If you 
want to check all of them out without battling through the tour- 
naments, try this code: On the main menu, select Edit, then Edit 
Wrestler. Choose the Name Entry option. Enter ALL as the nick- 
name, which is the first line on the Name Entry screen. Cycle 
through the entry blanks using L and R. Set STYLE as the first 
name and CLEAR as the last 
name. After that, set Exchange 
to OFF and the middle initial to 
Space (the square). When 
you're done, press Start then B 
until you're back at the title 
screen. All the wrestlers will 
be unlocked. 



NINTENDO POWER ADVANCE 




RAYMAN ADVANCE 

STAYIN' ALIVE 

Rayman Advance is not only one of the most visually stunning 
games for the Game Boy Advance, it's also one of the most chal- 
lenging. To ease the stress of using one of your continues after 
all your lives are gone, at the Continue screen press Up, Down 
then Right, then hold Left and press Start to resume your game 
without wasting one of your continues. If that isn't enough to 
help you through the most diffi- 
cult parts of the game, at any 
point pause the game and 
press Left, Right, Down, Right, 
Left and R to give yourself 99 
lives. If after all of that you still 
feel vulnerable, pause the 
game and press L. Down, Left. 
Up, Down and R to replenish 
your health. 




e sure to keep holding Left when 
pressing Start. If you don't, a contin- 
ue will be removed from your total. 
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GAME BOY ADVANCE 



MAJE3DO 



Sports Arena 



CONTENTS 



HIGH HEAT MLB 2002 




Konami's ESPN Final Round Gulf 20(12 brings fun. realistic-looking golfing excite- 
menl to the GBA. The game includes six 18-hole courses, four modes of play and a 
variety of mutiplayer matchups. Grab your bag and head out to the links. 



FOUR WAYS TO SPOIL A GOOD WALK 




THE METER IS YOUR FRIEND 

Press the A Button to start your shot. Press A again when the cursor gets close to the power line to 
set your distance. The cursor will then head back toward the accuracy line. Press A a third time to 
set your accuracy. Hitting both lines on the money results in some "nice shot!" fireworks. 

100 



THE SPIN'S THE THING 



m 



power 




For extra distance, hold A longer 
when you reach 100 to get over 
100% power This "super power" is 
useful on drives with clear, long lair- 
ways. Carelul, though— super power 
makes aiming more difficult. 



Accuracy is as important as power. It 
you hit A exactly when the cursor 
gels to 0. your shot will go where 
you aimed. Deadeye accuracy on an 
approach shot will often result in an 
ever-so-satisfying chip into the cup. 



accuracy 




Hold Down while the cursor is mov- 
ing to put backspin on the ball, mak- 
ing it bite on the green. Press Up to 
give your shot loft, helping it clear 
trees. Press Left to bend your shot to 
the right; press Right to send it left. 



YOU ARE TIGER WOODS! 

The number in parentheses is the number of strokes in which 
you should realistically be able to complete each hole. Arrows 
indicate where on that hole to hit drives and approaches (putts 
aren't shown). All advice is intended for Wille and may need to 
be modified for other golfers, depending on their abilities. Also, 
you may need to modify the following advice according to the 
weather conditions. Compensate for wind speed and direction. 
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PACIFIC COUNTRY CLUB 
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JUST PUTTERING AROUND 



Super power your drive. then hit your 
approach with 75% power and plenty 
of backspin to set up an easy put. 



Resist the urge to super power your 
drive unless you've got a monster 
tailwind— or it's bunker city. 
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Crank your drive. Be careful not to hit 
a tree on your second shot. Play it 
safe and aim to the right of the hole. 



A precise first shot will clear the 
bunker and stay on the green. Use 
80-85% power to set up a par putt. 



Watch out tor the trees to the right of 
the fairway. Clear them with your tee 
shot, even if you end up in the rough. 



Clear the trees and try to keep your 
drive on the fairway. After that, it's 
standard par-4 hole fare. 
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Use 75% power with plenty ot back- 
spin on your first shot to get the ball 
onto the green and keep it there. 



Is it deja vu? Nope, just another par-4 
dogleg to the right. Ease oft on your 
drive and play up on your approach. 



Use 80% power with backspin. 
Hitting the ball too long or too short 
will leave you stuck in a hazard. 
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Use about 90% power with backspin 
on your first shot. Use 75% power on 
the second shot tor an easy putt. 



Two strong, regular shots at 100% 
power should get you on the green. A 
super-power tee shot may get wet. 



l-up tee shot will clear the 
trees to the right. Your approach is 
uphill, so use 100% power. 



Use super power to get onto the 

green. It's just that easy (aside from 

the pond and several sand traps). 

CUBE— I 

Use 75% power on your drive to stay 
on the fairway. Use 85% power on 
the approach to set up a putt. 
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Super power was invented for holes 
like this. A solid second shot at 80% 
power should set you up for a birdie. 



It the wind gods are smiling upon 
you. you'll be able to super power 
your tee shot onto the green. 



Unload on your tee shot and muscle 
your second shot up onto the green 
to set up an eagle putt. 



Use super power on your tirst and 
second shots. Backspin will help keep 
your approach on the green. 




SPORTS ARENA I 



SEASIDE GOLF COURSE 



BLOW, WIND, BLOW! 



As with mosl par-3 holes, the first 
shot is hey. Use 85% power and 
backspin to set up an easy pull. 



Use 90% power to keep your tee shot 
out of the bunker. Using 95% power 
on the second shot is just right. 
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Super power may leave you in the 
rough. A drive al 1 00% power sets 
up a similarly weighted approach. 

i;yiwMiy.mtnni 

Water? Mo problem. Super power 
sets up an easy approach, Use 75% 
power and backspin and you're gold. 



Go with the computer's aim and max- 
imum super power on your drive. 
You'll be glad you did. 



ll.imBUDI.Mn.n.ri.ii 

Switch down to the 3-wood tor your 
tee shot so you stay on the (airway. 
Use 100% power on the approach. 
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Once again, go with the computer 
aim and crank your drive, Use 85° 
power to nail your approach. 



Wind willing, a powered-up drive will 
reach the left-hand fairway. If it lands 
in the rough, power up the approach. 



j^mmnm 

Max out your drive, then power up 
your approach to se! up an eagle 
putt. The area around the hole is flat. 



As with many par-3 holes. 90-95% 
power gets you over the hazards 
without sending you past the green. 



OHE3EZHZEE1 iim*B*«'M'MJHiEii i!i , i w,a« ! iiy ; i ; i «j rcim iM i . i .nu.M jnsnai 

Using 100% power shoots you past 
the green. Ease off according to the 
wind but be sure to clear the water. 

!!!'!'«! iiy.'r'-H.'IHSl ESIEI3EEHZEE] ESEHiaEEflZEK] ESMEEESZEaiH 



A long, straight, hassle-free super- 
power drive sets up an easy approach 
and. with some luck, an eagle. 



Hit a powered-up tee shot over the 
left bunker. An 85%-power second 
shot sets up a birdie putt. 



A powered-up drive sets up a stan- 
dard second shot. Use plenty of back- 
spin to keep the ball on the green. 



A super-power drive sets up a tough 
approach at a narrow target. Use 
80% power to roll onto the green. 



A straight, tOOVpower drive sets up 
a straight, 100%-power approach. 
Draining the putt banks an easy "3." 



This hole demands a precise tee shut 
Use 95% power to send your ball 
over a bunker and onto the green. 



Use a maxed-out drive to clear the 
water. Using 100% power on your 
approach sets up an easy eagle. 
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NORTH HILL GOLF CLUB 
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You're not Superman and if you Unless you've gol a tailwind, a pow- 

super power your drive, you'll come ered-up drive spells R-0-U-G-H. Use 

away looking like Aquaman. Go right. an 80% approach to set the table. 



HAZARDS OF THE GAME 




I SHEazgMZEEBl liM«#l'ai«ilgEil ' <i»i.hvj.i.whtibi n«««Jii«jrtEn 



Use 100% power off the tee lo ki 
fhe ball on the fairway and set up an 
easy approach onto a tricky green. 



Trust fhe compuler's aim and super- 
power it onio the green for a shol al 
an eagle or play if safe on the fairway. 



Super power, but don't max ouf. your 
tee shot to fhe little patch of fairway 
on fhe right. Shoot lor 108% power. 



A super-power drive leaves an easy 
iron shot onto fhe undulating, kidney- 
shaped green. Bank the trey. 



r'tg il l' . 'i' . -fl gagi liNUgMMMiCI ruamEEEmZEED EESIBEIHmZEE] 



If you have a tailwind, a maxed-out 
drive may prove too much of a good 
thing and leave you in the rough. 



This is fhe most straightforward par- 
3 hole you will encounter. Hil fhe ball 
at 1 00% power and hil it straight. 



A 100%-power drive sets up a tricky 
approach. Use 85-90% power to 
clear the bunker and sel up a putt. 



Like the previous hole, this one is 
birdie fodder. Super power your drive 
and land a 75%-power approach. 



i:.i«hi;i.i-«.H7iai EIBrEZHZEEJl DHIHEEZHZZE1 candEm-El 



Using 80% power wilh backspin Crack your drive, but take it easy on 

should help your ball "sit down'' on the second shot. Use 90% power lo 

Ihe green of this typical par-3 hole. clear the waler and reach the green. 



Either use light super power (103- 
105%) or go lo the 5-iron to drive 
your lee shol onto the green. 



n.iwiyv'a.TTiMi E3EHHEHEE] CffiUHEEZHZHE) 



Avoid Ihe hazards with a maxed-out Use a 100%-power drive. It there's 

drive. Use backspin to keep your headwind, consider super power or a 

approach on the pulling surface. longer club tor the approach. 



Aim your powered-up drive to the left 
of the two frees. Land your approach 
on the flat right side of the green. 



Drive with just a hair over 75% power 
so you clear the water. Hitting it any 
harder will bounce you off the green. 

b— aEsaai 

A powered-up drive sets up an easy 
approach. An eagle makes up tor the 
par or bogey you took on hole 17. 
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EVERGREEN COUNTRY CLUB 



EESKEEHmZEEl IIH'UM/Jil'MEIUI 

Line up your super-power tee shot Crank your tee shot, then shoot tor 

with the middle-left of the visible part the pin. It you catch a lucky break, 

ot the tairway. The rest is easy. you might card an albatross. 



EMBMnzmma rcsHEEEHZEEi L.mg'.ii 




Aim slightly to the right ot the pin with 
about 90% power. Line up your putt 
carefully— the green can be tricky. 



Drive along the right ot the fairway to 
stay out of the water. Use backspin ' 
keep your approach on the green. 



In the absense of a headwind, trust 
the computer's initial aim and hit a 
super-powered drive over the water. 



Use about 80% power to drive onto 
the green. Anything less and you'll 
need to consult the pink box above! 



HMH.MnmiWJsnai iiiiii*B*m,i ; i,««iHi jwjwhj.mjbtoi iiiiiuia.wmij.w-jmni 



Keep your powered-up drive on the 
left side of the fairway to increase 
your odds of avoiding the rough. 



Pay attention to the wind when gaug- Backspin and 80% power should 
ing your power — somewhere in the leave you with a chance for birdie, 

ballpark of 85% should set the table. although the green can be tricky. 



Sneak your powered-up tee shot 
between the forest on the left and the 
two trees in the middle of the fairway. 



i h b : i h. 'ii .j i:.HBM)'.ua.i7CT i;i,iwi.h;i.i.'.h7ttbh imiwhiii-bttiI 



Keeping your drive out of the water 
and hitting an approach with back- 
spin card a near automatic birdie. 



A strong lailwind may carry a pow- 
ered-up drive near the green. In other 
conditions, hit the near fairway. 



Aim your powered-up drive to the 
right side of the visible fairway to 
clear the water with yards to spare. 



Like the last hole, this one requires 
you to thread the needle with your 
drive. Trust the computer's aim. 



ii:.!H.«.!W;!.:.jj.i7ffli mainSELEHZEEl HHWKW.'il'MJSE] IH'IWB#mi'«i/« 



Even with a 5-MPH tailwind. it's really 
tough to hit the green with your drive. 
Play it safe, unless it's really blowing. 



A 100%-power drive keeps you on 
the fairway. Use 85% power on your 
second shot to set up a birdie putt. 



A souped-up drive will clear the trees 
on the right side of the fairway. Aim 
in front of the sharp bend on the left. 



Keep your super-power drive to the 
right. A massive green nearly ensures 
that you'll get a crack at an eagle. 
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DESERT VALLEY 



ROYAL MIRAGE 



Ease off on your tee shot to stay on 
the fairway. Use backspin when 
shooting tor the microscopic green. 



i!MH« ! nyj ; i.i.«ninni 

This one requires a leap of faith. Trust 
the computer's aim and shoot (or the 
green (unless there's a headwind). 




iii.:iwnvi.MHjmni iii.iiw.mi.iMJTTrni iiMWMmiMjrani iii.,uwn'.i-a.wn 

A super-power drive is likely to leave This hole is all bark and no Bile. The Crank your drive down the middle Run your maxed-out drive down the 

you wandering in the desert. Hit the hazards are avoidable and the green and max out your approach— it may left side of the fairway. Use 85% 

large green with your approach. is forgiving. Err on the side of length. be your best chance at an albatross. power and backspin on the approach. 



Here's another hole that requires you 
to ease off on your drive. Trust the 
computer's aim and use 95% power. 



Use moderate super power (108%) to 
clear the woods and stay on the fair- 
way. Go easy on the approach. 



liNl«#Wilil«ilEEI EHmEEEMZEEl lil'IWWWffl'MJEEl liNHI**M':--fliE£Kl 

It's nearly impossible to get your ball 
to stop on the green. Use at least 
75% power so you clear the water. 

wammmmm 

Ease off on your drive to stop short 
of the bunker and stay on the fairway. 
Work the backspin on the approach. 

t. i 'ig iHI'.'flCasi EZaOEEEffiEO EmffEEESHEZEl CBgEBgEEEMEEaBl 



EamazsazEEi ircsnEEEimEsna 



Hit the ball too soft and you're short. 
Hit it too hard and you're long. Go for 
the left side of the green. 



Two maxed-out shots will get you on 
(or at least near) the green. This hard 
par- 5 hole is no automatic eagle. 



Don't use super power. Use 100% 
power and aim for the closest corner 
of the green. A birdie here is tough. 

lllilHk»l:tiyj;li«JJ;8IHI 

Use super power on your tee shot, 
then 90% power on your approach. 
Backspin keeps you on the green. 



A long, straight super-power tee shot 
sets up an easy approach. The green 
is forgiving, so go for the pin. 



A maxed-out drive will clear the trees Air out your tee shot Use 95% power 
if you stay near the middle of the fair- on your approach to assure that you 
way. Watch for cacti on the approach. clear the bunker and putt for birdie. 



Max out your drive and use 90% 
power on your approach. An eagle i 
a nice way to finish out the round. 
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HIGH HEAT MLB 2002 



i=ui:i=BBawMKM=j»-v^^-«»i«M:i=i^J.u-i=»saa<MfiH5Eg 
3D0's High Heat Major League Baseball 2002 is the first baseball game for Game 
Boy Advance. It features all 30 big-league teams and allows gamers to control 
their favorite sluggers and hurlers in five different modes. 



FOUR BASES, FIVE MODES 




THE ART OF PITCHING 

in Exhibition, Season and Playoffs Modes, you'll not only hit but also pitch to opposing batters. 
Each pitcher has his own battery of pitches, and you'll want to mix up your pitch selection as well 
as the location of your pitches to keep hitters of f balance. As in real baseball, your hurlers will lire 
after they've been in the game a while. To avoid walking the opposition or serving up a fat pitch 
over the center of the plate, change your pitcher once he shows signs of losing his control. 



STAY IN THE ZONE 



BRINGIN' THE HEAT 




As good as your pitcher's 
fastball might be. avoid 
throwing it over the center 
of the plate. Move your 
fastball inside, outside, up 
and down in the strike 
zone. Mix it with other 
pitches to baffle hitters. 



A chang up is a slow pitch 
that looks like a fastball. 
The change in speed con- 
fuses batters, so it's most 
effective after you've 
thrown a fast pitch. Since 
changeups are slow, "paint 
the corners" with them. 



A sinker is a relatively fast 
pitch that dips at the end. 
For it to be most effective, 
try to throw it low in the 
strike zone. It's a good 
pitch for inducing ground 
balls, so go to it when you 
need a double play. 



LET'S SPLIT 




A split-linger fastball or 
"splitter" is a tast pitch that 
drops sharply in the strike 
zone. Set it up with a fast- 
baft when you need a 
strikeout or use it to induce 
aground ball when you 
need a double play. 



A curve is a stow pilch that 
bends horizontally in the 
air as it nears the batter. It 
is very effective when 
thrown on the corners or 
just off home pfate. Since 
it's pretty slow, keep i! 
down in the strike zone 



A slider is like a speedier, 
less dramatic curve ball. 
It's effective because it's 
relatively fast and also has 
some movement on it. Use 
it as you would a sinker or 
a split-finger fastball. 




For a pitch to be a strike, it must 
cross (or come close to crossing) the 
plate between a batter's knees and 
chest. Before releasing a pitch, use 
the floating ball to set its location. 
Pay special attention to the shadow. 




A forkball is 'ike a slow 
splitter. It is very effective 
when mixed with faster 
pitches, so use it as you 
would a changeup. Its slow 
speed and downward break 
combine to confuse batters. 
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THE SCIENCE OF HITTING 



No matter how good your pitching is, you're going to need some runs if you want to win ball 
games. Time your swings to keep the baseball in fair territory. When you get good, you'll be able 
lo hit the ball to all parts of the field and swing for the fences when you need a homer. 




Try bunting when the game is close 
and you have men on base with 
fewer than two outs. The sacritice 
advances Ihe runners, but be aware 
that setting up to bun! takes longer 
than taking a regular, full swing. 




If you swing lale, you II often hit the ball to the opposite field or into foul territo- 
ry You'll generally do better if you pull the ball. (A right-handed batter is said lo 
pull the ball when he hits it to the lett side of the field. The opposite applies to 
lefties.) You're also more likely to send an outside pitch into the opposite field. 



You'll often swing early if the opposing pitcher is throwing a lot ot oft-speed 
pitches, such as changeups, curves or forkballs. Swinging early will cause you 
to pull the ball tout assuming that you hit it at all. If you see that a pitch is com- 
ing in slowly, wait an extra moment or two before taking a cut at it. 



DOWN BUT NOT OUT 




If you want to jack balls out of the yard like Luis Gonzalez, then you're going to 
have to take a bit ot an uppercut. To send your hits skyward, hold Up on the 
Control Pad while pressing the A Button to swing. You won't hit every pitch out of 
the park, but your knocks will go farther. You'll also be more likely to pop out. 



To make it more likely that you'll hit the ball on the ground or line it into the 
gap, press Down on the Control Pad while swinging. Using this technique will 
help you to avoid hitting a lazy fly ball into the neighborhood of an all-star out- 
tielder. You can also use it to advance your base runners. 



HEADS UP ON THE BASE PATHS 




To make your baserunners move when 
your batter gets a hit. tap Up on the 
Control Pad. Be aware that your runners 
will stray during routine pop-ups. Press 
Down on the Control Pad to send them 
back to safety and to keep the opposing 
team trom doubling you up. 



BUY ME SOME PEANUTS . . . 

I IiljIi I It'at Major League Baseball 2002 brings to GBA the realistic game play and 
action that has come to define the High Heat series. Whether you're in the mood 
for a quick nine innings or want to guide your favorite players through a full 162- 
game season, it'll have you whistling "Take Me out to the Ballgame" in no lime. 
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he long-running Mega Man series has become synony- 
rup, run-and-jump platfor 
r's latest adventure takes hii 
an all-new world of action— cyberspace. Breaking the mold 
of Mega Man games, Capcom's Mega Man Battle Network 
features the varied arsenal of cool weapons and upgrades 
you'd expect, but everything else is new territory. 



school boy L; 
thing is wired, and a c 
inity. Wr 



racters in two 
ristic suburbia whi 
rus is threatening to tak 



you II search for items that can help you navigate the n 
locations and you'll chat up characters to unc 
outbreak. If trouble pops up, you'll settle thir 
cybersj 

While the battles are modeled after RPG-style fights, you 

turns making your moves. Instead, you'll combat in real t 

can plug away at baddies with your blaster and run to an unoccupied 

space on the grid to dodge attacks. As time ticks by in battle, your 

energy meter fills up. enabling you lo use one of your special it 
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NAMCO 
MUSEUM 



■RASSIC PARK III: 
.E DNA FACTOR 



FIVE ARCADE GREATS RESURFACE IN A 
CLASSIC QUARTER-MUNCHING COLLECTION 



NGLE WITH DINOS AND THEIR DNA OR 
ECOME EXTINCT 



WEBSITE: WWW.NAMC0.COM 



PUBLISHER: KONAMI 

SITE: WWW.KONAMl.t 



dust- 
i classics, and all five are arcade 
' be forgotten— Ms. Pac-Man, Dig* 
Dili*, Poll* Position, Galaga and (' ' 



recover dm 

across the savage island after a plane crash. The game play 
"aig puzzle 

.de'scrolling 
Irek through the jungle. 



graphics, sounds, levels and play control they sported back 



Ms. Pac-Man is the star of the hit parade, and her game of 
ghosts and gobblin' sports a close-up scrolling mode to show 
off the Spot-on graphics. If you'd rati 
once, you can view a simplified, shrunken version of the 
graphics in fullscreen mode 



Dug. the goofy 
inflatablesvout 



it, Namco has shoveled up Dig- 
ling game filled with infamous 



niples v 
vicious veJociraptoi 



nee slam[K<ding dinosa 
and Trexes populate the grass- 



i differently, and you must distract the critters with 
r fend them off using pistols, stun guns<r '—'■ 

If you've bagged a majority of the DNA when you finish a 
side-scrolling level, you'll play a genetics puzzle game. A 
spinning double helix with missing DNA pieces hovers 
overhead, and you must fire the samples you've collected 
te gaps in the genetic sequence. 

If you rake in plenty of DNA in a side-scrolling area, you'll 
have backup ammo to make up for missed shots. Uy solving 



r only. Still, there's plenty of fun 
id the quarter-munching quint 



■ in the platformer level that follows. Konami has tied 
hi and puzzle levels together, and their relationship 
""> M ™ -nd DNA hunt ?" ■■—«■«■■ ■*«•'•' s« «.- -- 




,,..,, 



I Most ill the i 

movie 

I stompinn. grounds. Each species 
ently. If you'i. 



down to avoid gelling trampled. 



| pies into your DNA Injector io a 
1 vour injector a 



will deslroy your i 
| oul ol their way. 



BUYERS GUIDE 



FINAL FIGHT 
ONE 



FORTRESS 



A PUGNACIOUS PAK HITS HARD WITH A 
FISTFUL OF STREET FIGHTING ACTION 



TENSION BUILDS IN A GAME FORTIFIED 
WITH PUZZLE AND COMBAT FUN 



Fight One packs jusl i 
ing side-scroller is a cousin to Street Fighter II. i 
sports similar eye-popping graphics and 
wham-bam fighting. 



walking through the mean stn 
thugs and stop the gang th 
daughter. You can [ ' 
Cody or Haggar— ai 

and style of fighting. 
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ago. and the GBA version Features all of the cfc 

■vels from the classic (including the Rolento level, 
didn't make it into the Super NESvi 
Capcom's updated game also adds 



the going gets tough, a second player can lend a fist or tw 
y linking up two GBAs and two Final Fi 
m up and play I 



GAME LINK: MULTI-PAK 



BLISHER: MAJESCO 

BSITE: WWW.MAJESCOSALES.COM 
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^ Unlike other stack'emup pu: 

isabout building instead of block r. 



m 



The object of Fortress is to build a base outfitted r ""~ 
firing cannons and magical towers, where wizard: 
mon flying attackers (like pterodactyls, dragons or UFOs) to 
assault your neighbor. Next door, your rival is also building a 
fortress, and you must race against one another, placing 
blocks into combo arrangements to reach the target score. 

By placing the interlocking blocks into twobythrei 

tions, you'll transform the pieces into solid building i 

core combo points. The more combos you pile up, the 



threebyeighl 
launch an aut< 

„ ...... 



Combat Blocks and repair men occasionally 
with your building blocks. The pieces can boi 
or defensive power, but you have no control over when you 

ce weapons shoot at your neighbor's fortr 
tally. Occasionally, a Cannon Block will fall, Ehoi „ 
you to target and shoot a section of your rivals base manually. 



ya^tuai 




izzlc game that's built to last. 

Fortress sports lour levels. Each 

in a different 
ic Age. 
Age. Pirate Age and 



i but the strategy remains 



To duke it out in a two-player 
bash, you must have a Game Link 
Cable, two GBAs and two Game 




:>s i?2lB l.r r r i i H |l| i ' i rT > '1 



the crosshairs on a 
man to slow repairs. 
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KLONOA: 

EMPIRE OF DREAMS 



G TANG 



NAMCO DREAMS UP HOVER BOARDING AND 
PUZZLE SOLVING FOR PLATFORM FANS 



N YOUR BRAIN IN A PUZZLE GAME SO 
THEY NAMED IT TWICE 



PUBLISHER: TAKE 2 INTERACTIVE 
ITE: W 



i's lop-eared hero, Klonoa, has a rude a 
i Empire of Dreams. Stuck in an i 



a pardon from the sleepless ■ 



Klonoa: Empire of Dreams is a tricky platformer that spans 
five worlds. As the title character, you must snag the three 
stars hidden in each side-scrolling area to unlock additional 
levels. Your long eai 
must shoot ballooi...... 

them for an extra boost. By popping enemies near cliff sides 
and ledges, you'll be able to double-jump to higher a 

The 4(l-level game is set up like an action side-scroller, but 
navigating the areas requires plenty of puzzle solving and 
clever strategy. In addition to finding keys to open doors, 
'to reposition blocksaucl inflat- 



ln some levels, you'll hop on a hover board and SCfauSS down 
the slopes to collect as many gems as possible Inflatable 
baddies hang out on the course, and, if you're quick enough. 
you'll l)e able to blow them up and use them to catch air to 
sail through airborne gems. Klonoa 's quest is spiced up with 
high-speed thrills and tough puzzles, and it could be a 
dream cinnc true lor inanv platformer fans. 



ns by placing blocks to create stairstepping 
._, . to your prizes. 

" : arcade head-scratcher, 
; added more things for you to 
muwuifj more obstacles in your way. As you 
y create blocks to pave a path to the gen 
and jettisoned projectiles sail through the an 
_ _ your stepping-stones. 



; the isolated gems is the main challenge i 

„. you'll also wrack your brain trying to figure out 
place blocks strategically so enemies wi 
lyouor wipe out your pat h. Tang Tang l( 

s into the puzzle mix, and the confronta 
lakes the high-pressure stumper a game for 
nkers and even quicker fingers. 




: ans at pirate games, such 

i's Key, Lode 
Hello Kitty's Cube Frenzy, will dig 
"ang Tang. As in those games. 
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LADY SIA 



SNOOD 



SLAY BEASTMEN AND FREE YOUR 
KINGDOM IN TDK'S PRINCESS PLATFORMER 



A SHAREWARE PUZZLE GAME BUSTS A 
MOVE ON GAME BOY ADVANCE 



BLISHEH: DESTINATION 

"SITE: WWW.SNOOD.COM/GBA.HTML 



ig siae-i 

win) is doing the saving. Waspinen, Sharkmen, Chame 



Your sword and magical powers will help you gel medieval 
n have magical pow- 
magical snares. II you can tap Ihe 
lough, you can break the spell and escape 
the trap. Other inspired touches include a ride on the back 
[I and Lady Sia's ability lo niorph into a 



ired villagers. You must also be on the 
' ~ gical stones to collect. 



islyle backdrops set in dun- 

.ins. clouds, forests and other 
1 in one of four worlds, and all 



illar shareware game, Snood, is going portable. 
nks to Destination Software, puzzle fans will get to play 
the game on GBA, and it will sport new graphics, new char- 
acters and new puzzle pieces. 

Anyone familiar with Bust-aMove will knc" '■ 
Snood, since the ricocheting puzzle acttot 
both games. Smiley faces and other goofy mugs dangle 
overhead in snaking arrangements that slowly close in on 
you. Before the ceiling space shrinks lo nothing, you must 
aim your cannon and fire ma*" 1 -*" 
you can make a match of thi 
inate those pieces in the chai,.. 

Snood for GBA introduces a Wild Card Snood and a ; 
piece that eliminates every surrounding Snoo 
puzzle action unpredictable and fr 



The game is easy to learn but hard to put d< 
offers five difficulty levels, ranging Irom t 

Child level to the relentless Kvil level. 



Solo players have four wa 

from Classic Mode and T 

Journey Mode. For two players. Snood's fifth 

head-to-head competitions with Multif'ak 




Lady Sia can cast her magic In 
. In boss battles. 
hi i nin her savage 
I Sasiwatch form lo battle hulkinn 
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Spyro played here. 
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Spyro's hotter than ever on Game Boy 
Advance. With over 20 new levels and 3D 
worlds, it's big Spyro action in the palm of 
your hand. Just be careful where you play. 
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LEGO ISLAND 2: THE 
BRICKSTER'S REVENGE 



PAC-MAN 
COLLECTION 



A PIZZA BOY MUST DELIVER A LEGO MAN 
ON THE LAM IN A MINIGAME ADVENTURE 



CHEW ON THIS: FOUR PAC-MAN GAMES 
PACKED INTO ONE GBA GAME PAK 



PUBLISHER: LEGO 



RELEASE: NOW AVAILABLE 



resident mischief n 
; the town's buildings brick by brick. 
ling pizza boy, you must help the 
e and the 



pages of building plans he's s 

Though LEGO Island 2: The Brickster's Revenge has been 



my robots and searching for lost 

iges and collectible character cards. 

it cards, and you can trade 

' ' nk Cable. You can i ' 



Every step of the way you'll meet townspeople who'll 
ilh special items if you can run a challenging 
Whether you're racing against the clock in 
livery run or busy unlocking one of the 18 
c-a-Botl LEGO Island 



>Hv 1980s, Pac-IV._.. 

:y, ghost-munching gam 
Collection from Namco rounds up four of his greatest hits 
from the arcades and home consoles: Pac-Attack, Pac- 
Mania, Pac-Man Arrangement and the original Pac-Man. 

— : -s will favor Namco's faithful reproduclion 
or rac-ivian, complete with authentic graphics, sounds and 
all of the levels from the original arcade game. 

If you like classic Pac-Man action but have a hankering for 

i twists, Pac-Man Ar 
up. The updated version of the original features radically 
different mazes (including hedge mazes and slacks of iui.il- 
titiered labyrinths) stocked with warps, dash pads and cool 
powerups for the ghosts and the gobbler. 



id — try Pac-Mania. The 3- 

D version of the game rolls out larger ma 
" >. ability to hop over ghosts. 

vlan Collection even offers something for pu 

Similar to Tetris. Pac-Attack showers you with a di 

of blocks. Ghosts appear in some of those block formations, 
and you must position your Pac [ 

II™. r Koll ,-l F.l« ,.,n mun^h Hior 



ncvEiiyc la iiiiiipieiciy iiincreill 

from the Game Boy Color version 
ol the name. While both the GBC 



acters, challenges, collectibles 



The game sports three multiplay- 
er minigames and 18 single- 
. including 3 



ery. In Ihe Jousl mn 
:k the Dark Knight oil his 
™i8. Alternately lap A and B to 
power your gallop, Ihen use the 
Conlrol Pad lo aim 
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90 HOLES IN THE 
PALM OF YOUR HAND! 




Hit the links for the first time Choose from 14 golfers, Tee off with up to 3 other players, 

on the portable convenience of 5 courses and a variety of clubs. 
Game Boy* Advance. 
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the games - 

iv.espnlhegames.com 
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BACK TRACK 



F-14 TOMCAT 



TAKE AIM IN A 3-D SHOWDOWN THAT 
SHOOTS FOR THE MOON 



KE OFF FOR THE WILD, BLUE YONDER 
MAJESCO'S DOGFIGHTING GAME 



WEBSITE: WWW.MAJESCOSALES.COM 



ghtsonBack Track, oneof the first GBA 
. - ......and-gun action £ la Doom and Quake 

lie sci-fi shoot-oat from Telegameslets the bullets fly across 12 

y area is stocked with winding i 

is and robots that lurk around eve. _, „ 

The main mode of Back Track is a one-player 

nds you to the dark side of the mi ion to 

The ci 



/ past alien I 
inmate the br- 
iny off for home. 



iittle mode, and Back Track aiii 

r Multi-l'ak shoot-outs. Solo play- 

' the battle mode in 




lion ( Mnltiplaver Mode is 



iv Mi(is pop up on your rai 
barrel-roll to keep them off your ta: 



You view the action from an in 
and a tap of the L or R But tor 
your shoulder at pursuing fighters. 

F-14 Tomcat takes wing mainly with Math-speed action, 
though some flight simulation elements 
flight of fancy. Your jet has a limited fuel . , 
running low, you must track down the lank 
' 1-air refill. You can refuel only once per mission, so you 
't waste lime when engaging the bogeys in your airspace. 

; completed a mission, you must return to the 
aircraft carrier and make a successful landing. Since F-14 
: is big on arcade action, you \ 
plex sim setups for anything you do. Instead, the 




Advance with Duke Nukem-slyle 

game play. On a 

to 

must target enemy aliens. r,. u . 

danger while keeping an eye on 

your enemy by sidestepping out 

ol the line of tire. Press L or R to 



It, rotating 3-D graphics 

loiir-playerGame Li" 1 - '" 




n addition lo shooting up enemy 
protect your air- 



touching down in the Practice 
Landing portion of the game. 
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SEARCH! CREATE! DESTROY! 
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Now, the year's biggest movie comes to the year's smallest console. 

Introducing THREE exciting new Jurassic Park III games for 

the Game Boy Advance. 
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JIMMY NEUTRON: 
BOY GENIUS 



STALLONE GETS INTO THE ZONE IN AN 
EXPLOSIVE RACING GAME 



WISE UP TO SMART ACTION WITH 
NICKELODEON'S LATEST BRAINCHILD 



Iter blazing into movie theaters, Sylvester Stallone's 
" "ion of speed is burning up the tracks on GBA. 
sed on Sly s Formula One rating flick, and Bay 



Single Race, Testing Session, Scenario, Multiplayer, Bonu 
Round and Championship. Speed demons can steer open- 
wheel race cars through eight international tracks, and 
' i in a highspeed cl 



Hit the road representing one of six racing teams and | 
as one of 12 different drivers. Up to four drivers can compete 
at once using a Game Link Cable, four GBAs and four 



Hollywood-style explosions and cr 
ning through the air will keep your heart racing. The 
coolest part of Driven, though, is the innovative Zone Meter. 
By steering through the zigzagging, congested streets \ 
out hitting anything, you'll fill up your Zone Meter. Vt 
your meter tops out. you'll enter "The Zone," achieving pe 
performance and a jolt of lightning speed. Just like I 



oon to be the star of his own computer-generated 
''-- picture in December and a Nic' ' 
._ for fall 2002, Jimmy Neutron: Boy Genius is so 
even landed a starring role in his own Game Boy 
"venture. Following the plot of the movie, THQ's 
> sends the 10-year-old brainiac on a quest to stop 
aliens, who have kidnapped the i 

* excitement unfolds mostly in side-scrolling levels 
-thbound locales, including the Retroland am 
k, and out-of-this-world areas, such as the Yol 
some levels, you'll play as Jimmy, 

shrink ray atsnakes, Yokians, killer beesandothei 

In other levels, you'll play as Jimmy's robot dog, Goddard. 
n pull itself to the ceiling using a grappling line. 

genius and bionic dog can take flight if they can 

i so they can juice up. 

1 ' ing for— such as 

' nt high 

to score 100"., in a level. 
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i're not exploring side-scrolling levels or top-view 
j'll charge full-speed ahead in the game's behind 
OCkei levels. For even more variety, the cheery 
ne blasts off with multiplayer platform and racing 
t allow you to play as characters such as hapless 




Driven features still competition 
Irom the CPU cars and four-player 



IFffirti 



your Zone Meter, your car wi 
sport a red-hot glow and you ■■ 
able to blaze through the track 




He looks like Bob's Big Boy, but 
you'll soon recognize Jimmy Irom 
his upcoming movie and TV series. 
i as the boy genius or 
Ins [Ion and you'll explore 



Once you've collected all ol the 
parts Jimmy needs to build his 
rocket, you'll blast otl for 
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LOGIC 



SPEECH 




MEMORY 



SENSORY 



SIGHT 



YOU CAN'T GET IT 
OUT OF YOUR HEAD. 

Tetris is back, with a new look and new variations of the most popular videogame ever created. 
Are you ready to become obsessed all over again? 






",-„,„„ 


* 


Ttrf 





NOW ON 

Deceptively simple, completely addictive. 



T«nj».eEkJig198' Tetns Worlds'"; CBorgMOl T«ra Logo By Roger Dean C The Telns Company 1997 All Rjghis Resen 
TW^aMTwrBWoiia™ license lo lbs TBtmComparjaM Telro WorWs designed by Blue Plane! ! 

Gsroesandfc loon am HatlenMrlBo<3a6 Games. Inc . Niruendo Game Boy Game Boy AdiarraamJter*!^ seal aielradomi 
Nintendo ol Amenta ine THO and if>e TWO logo are trademarks andtor registered trademarks ot THO he Ail R*iri!s Reserved 
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ADVANCE PEEKS 



WHAT'S COMING UP FOR GAME BOY ADVANCE 



This months Advance Peeks is a showcase of stunning graphics and dynamic game 
play. Golden Sun is a huge RPG on its way from Japan while Activision's GBA version of 
Doom is an amazing recrealion of the classic first-person shooter. Familiar names, such 
as Spyro the Dragon and NFL Blitz have also appeared on our radar. Arcade favorite 
Frogger dodges more than cars and gators in his new adventure. And there are new 
takes on other classic games, such as Gradius, Prehistorik Man and Spider-Man. In fact, 
dozens of new games are advancing toward release by the end of 2001. 











™_^~_. .- i 


■H 


ESS*^^ 


? ^ *'£. 


/%T-t 


**?& 


" 




J 




UPCOMING GAME BOY 
ADVANCE TITLES 

AERIAL ACES 

BACK TRACK 

BANJ0-KAZ00IE: GRUNTY'S REVENGE 

BATMAN: VENGEANCE 

BQNX 

BREATH OF FIRE 

BREATH OF FIRE II 

CAESARS PALACE 

CRAZY CHASE 

DARK ARENA 

DEXTER'S LABORATORY 

DIDDY KONG PILOT 

DONKEY KONG C0C0NDT CRACKERS 



ECKS VS. SEVER 

EUR0S0CCER 

F-14 TOMCAT 

FIEVEL: AN AMERICAN TAIL 



GOLDEN SUN 

US GALAXIES 

POTTER AND THE SORCERER'S STONE 
KAU IHE KANGAROO 2 
LADY SIA 

1 " ""ORE TIME 
GOKU 

—.NO II: THE BRtCKSTER'S REVENGE 

LEGO RACERS II 
M&Ms: LOST IN TIME 
MAT HOFFMAN'S PRO BMX 
MECH PLATOON 
MEN IN BLACK 
METROID IV 
MIDNIGHT CLUB 



TINY TOONS (2 titles) 

WARIO LAND FOR GBA 

WORLD WRESTLING FEDERATION 

X-MEN: REIGN OF APOCALYPSE 

YOSHI'S ISLAND 

YOSHI'S STORY 
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